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rny£t>rwho practices a spepiaT 
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because you’ll li^ed this shaman to cast ^ spell to tran^orm you 
into Mother creature. WhyY Because the only v^y to retrieve some oF 
the^.puzzle pieces is to take the Form of a ^ 

crocodile or some other criestvire. 

But yOu’d knew that if you subscribed to 
NIKTENDO POWEB. S6 what are you 
waiting for? Folj^cw the doctof s orders 
v^and order your Subscription tod«g^! 

Then you’ll get all the tips and tiNcki,. J 
maps and mOvesj strategies and tV 
secri;?t Codes ^r all'^Nintendo aames^ ^ 

At $H$'.95* a year^-your subscription""^ 

. Selves you $39.54 OFF the newss^nd ■ ^\ 
cover price! 1 - y 

Call now. You’ll feel so much betted, i!> 

And the FREE Players Guide cart he^p f 
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STRATEOy 

Banjii-Kaziiiiie 10 

FIFAWoildCup'OB 11 

BiaFiealis 30 

All-Stai Baseball'00 ^1 

Foisalien 04 4B 

Olfiaad Challenge 74 

Game Boy Pocket Camera B4 

ISS Soccer 00 

SPECIAL 

FEATURES 


I game have !| 

I what It takes '| 

[ to compete in the big leagues^ 

>bu won t believe your eyes when 
you see the incredible photos in our 
scouting report Our stat*packed 
review has the tips you need to go long 
every time 


* . . Mortal Kornhat 4 20 

E3Bepatt 01 

^"""'Warld Grand Prix 00'; 
^"""Choppot Attack 7B 

EVERY ISSUE 


*'■ It Life is brutal andshiyMived ’ 
^'inNeo-Amerika'sbrutal com- 
■ bat arenas Do you have the 
I skills to make it through the day^ 
f We've picked the best moves tn the 
game The stuff that's guaranteed to 
cut your opponents down to size It's 
super-freaKy.yeowi 


Our in-depth coverage of } 

Forsaken 64 continues this 
month, with a firs t look at the 
game's Battle Mode features and an 
in-depth, step-by-step analysis of 
four of the meanest hot spots in the 
single-player galaxy When you get your 


hands on our hints, the mechanoids will 
melt to slag in your gun sights 
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It wms one year ago Ms month when Rara introduced an early version 
of Banjo^Kazooie to the world at E3. In |ust a Caw hundred dqr$» the 
game has shaped up to rivalSuper tiarjo 64 in graphk^ game play 
and sheer siae»^Po you think a five-star^ perfect tenZ 



RfchykrimwfJr, • Greeitw&l Spn, tar/iwis 


Link’s a Lefty, Right? 

Who keeps drawing Link 
right-handed? Didn't they 
realize that when Link swings 
his sword, his shield always 
moves to the right? (That is, as 
long as he isn't facing right 
But we all have been victims 
of sprite-mirroring at one time 
or another) Are there any 
more lefty heroes in Nintendo 
games? You betcha! Did you 
ever notice that Hie boxes for 
Mega Man 1 and 2 show him 
with his pistol in his left hand, 
and, thereafter, he has his 
Mega Buster attached to his 
left arm? As a lefty, I am 
thankful that the sinister 
stereotype which has been 
placed on lefties in the past 
has been blown away by 
such great heroes 

Colin Biirtolomc 
Via the Internet 

I just got my April Nintendo 
Power and was happily sur¬ 
prised to find the spring 
Super Power Supplies 
Catalog tucked into the 
back of It. However, I 
noticed something that 
made my skin crawl the 
picture of Link on the new 
Legend of Zelda t-shirt is 
wrong! He's holding the 
sword in his right hand^ 

Ever since his creation. 
Link's been left-handedi I'll 
probably still get the shirt 


anyway, but that one little 
mistake is going to bother 
me to absolutely no end. 

Matt Smith 
Via the Internet 
At least when you're posn^, 
in the mirror, your shirt will 
look right (or left, as the case 
may be)l Link has always 
shown southpaw tendencies, 
but maybe he's aaually 
ambidextrous like his creator, 
Shigeru Miyamoto 

Playing to Win 

This letter is in response lo 
lason Krpan's letter in Volume 
106 Where I come from, we 
don't buy games to own them 
and "all they contain " We 
buy games for enjoyment. I 
think I speak for all 
Golden Eye buffs when I say 
that having all the codes is a 
matter of pride When people 
see how many codes you 
have, tho/re impressed. I'll 
admit that when I first got the 
game and found that I had to 
earn everything, 1 was a little 
discouraged I thought I'd 
never access Egypt or 
Invincibility, but I did just 
work at it Then you can brag 
to all your friends 

Michael Deron 
Via the Internet 

If you buy a game, you do 
own everything in it, but that 
doesn't mean you should be 



able to access it all at once. 
The whole reason of beating a 
game's level is to get to the 
next level or to score lots of 
points- it's been that way 
since Space Invaders Half the 
fun comes from the sense of 
accomplishment you get from 
beating the game If you want 
everything for nothing, then 
you're going to have to hack 
into the game, and Nintendo's 
warranty won't cover thatl 

Scott Richardson 
Via the Internet 


options and whatnot from 
the very beginning, it 
wouldn't be a game any¬ 
more The point of video 
games is that you have to 
earn your way to the more 
advanced levels and bonus 
options. If you don't have 
the skills necessary to beat 
the earlier stages in a game, 
you're not going to get to 
play the more advanced lev¬ 
els. Games are meant to be 
a challenge If you want the 
easy way out, I suggest you 
go back to kindergarten and 
play hopscotch. 

Alan Sweet 
San Angelo, TX 

The extras you can earn in 
GoldenEye give the game 
something noticeably absent 
from most games; replay 
value* I beat 007 back in 
November, but I'm still 
playing it nearly every day. 
With most games, you beat 
them and you're done I 
urge game makers to take 
the extra steps to make the 
game fun, long after it has 
been beaten. I mean isn't 
that the point? 

Ryan Whaley 
Via the Internet 
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Hello McFly, is anybody 
home? If a game allowed 
you to use all the bonus 


Rarities 

I can't get enough of Rare. I 
have been eagerly awaiting 
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Banjo-Kazooie and Twelve 
Tales Conker 64 for some 
time now I was wondering 
if they plan on making 
games featuring other char¬ 
acters who appeared in 
Diddy Kong Racing 

C/iar/es McMillnn 
Via the internet 
Aside from Banjo and 
Conker, (here's no word of 
any other DKR stars getting 
their own games Don't be 
surprised, though, if you see 
a few Diddy Kong racers 
making cameo »ippearances 
in other Rare games Iri 


Banjo-Kazooie, for example, 
you'll run into a Zam/Z/artur- 
tle in the 7/p7iyp Orchestra 

Yoshrs Letters 

To all you people who think 
Golden Eye was number one, 

I hate to burst your bubble 
and eat the /TTelon inside it, 
but Yoshi's Story leaves 007 
in the dust! If there js one 
thing wrong with Yoshi's 
Story, It's that you didn't 
make enough^ 

Ben Thiemann 
Via the Internet 

Yoshi's Story is great The 
game proves beyond a shad¬ 
ow of a doubt that there is 
still life for 2-D games 

John Patterson 
Via the Internet 

Yoshi's Story is awesome I 
love the music and sound 
effects (especially Poochy's 
bark) The whole game is 
great The only problem is its 


length I beat the game-every 
level-the first day I got it 
Everything else, however, is 
truly magnificent 



I purchased Yoshi's Story a 
week ago, and my girlfriend, 
who has no gaming experi¬ 
ence, has beaten the game 
already Why does Nintendo 
make some games so easy??? 

Clen Cratto 
St, Catharines, ON 


I think Yoshi's Story Is a 
pitiful excuse for a game! It 
makes me sick to look at it 
If somebody gave me the 
game I would burn it You 
couldn't oven give me a 
million dollars^ 

Phillip Bell 
Waveland, MS 
You wouldn't even take a 
million dollars! Oh well, 
there goes your prize money 
for winning our "Biggest 
Overreaction Ever Put on 
Paper'' letter-writing contest 
What makes Yoshi's Story 
such a cool game is that it 
can be fun for both novices 
and pros. By simply eating 
every fruit in sight, someone 
who has no gaming oxpen- 
ence can finish the game, 
while pros will find a 
greater challenge by seeking 
out melons only Chances 
are, gamers who've dis¬ 
missed Yoshi's Story as 
being too easy haven't 
uncovered every melon, 
mastered every n7/n/game, 
or activated every secret 
com ZbrmaUon There are a 
lot of hidden things in 
Yoshi's Story, so it's well 
worth a second look 

But You Only Live Twice 

You forgot to nominate a 
few games in your 1997 
Nintendo Power Awards 
The Creative Chaos Award 
should go to Star Fox 64 for 
the tram crashing into the 
Venomian supply base And 
GoldenEye 007 should win 
the Most Annoying Award 


Eric Brehm 
Lethbridge, AB 
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GAME BOY TOP 5 SUPER NES TOP 10 NINTENDO 64 TOP 10 


l>OW^ « 


A slew of games is heading down tiie pike and maity of them will premiere this 
montfi at E3 in Atlanta. Save yourself a trip to Gewgia with our speeiai £3 
report stiutlog-on pa^ 51, and ba sure*^M vote for your favorite upcoming'^ 
games in the Power Cbaris’ Most Wan^d List / 



Its the first month of summer, the sun 
1 $ out, and readers are insideenjoying 
1080"' in the shade Meanwhile, 
GoldenEye 007 is enjoying its ninth 
straight month at number on e 


V 
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The Legend of Zelda A Link to the 
Past debuted on the Power Charts 
in 1992 Seventy'Six months later. 
It's still there while the latest Link 
adventure, Zelda 64, will make an 
appearance at this year^ E3 
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James Bond now has his sights set 
on Link Stealthier (and timer) than 
ever, 007 sneaks by Dixie and Kiddy 
Kong to capture second place in the 
Game Boy Power Charts 
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LETTERS, CONTINUED. 


for the scene that shows 
Bond's demise I mean, real¬ 
ly, I know I lost so there's no 
need to show me how it hap¬ 
pened from three (count 
theml) different angles^ 

Ian Rocha 
Via the Internet 


I must say that Nintendo 
amazes me with the level of 
detail that has been put into 
the N64 sports and racing 
lineups. Wave Race 64, 
1080°, Kobe Bryant in NBA 
Courtside, and Major League 





Nintendo Sports 

My answer to Volume 107's 
question about sports video 
games is that they are the next 
best thing to physically com¬ 
peting Even though you are 
just sitting in front of your old 
TV, your hands arc sweaty and 
you feel tense because the 
action IS so real. 

Stephen Dossett 
Via the Internet 

I believe that many sports 
games on the N64 reflect how 
realistic a game can get When I 
look at the graphics and listen 
to the sounds, I realize that 
what I'm playing is a stunning 
simulation of reality. Plus, devel¬ 
opers include many details and 
options that make the games 
more realistic and fun to play, 
such as the physics of Wave 
Race 64, the players' footprints 
and cold breath on a snowy day 
in Quarterback Club '98, and 
the reflections of trees and sun¬ 
light on the frozen lake as you 
fly upside down on your snow¬ 
board in 1080’ Snowboarding 

Nate Kilsdonk 
Via the Internet 


All art submitted becomes the proparty 
ol NlntBoda ol Amarica Inc. 



$rag Sarces •17 Mirada, 

Baseball featuring Ken 
Griffey Jr. are all great sims 
that can't be equaled But! 
will probably never buy any 
of them for myself The rea¬ 
son is that, while I see a 
need and market for realistic 
simulations, I don't play 


games for realism I play 
them for surrealism. I play to 
get away from reality I am 
looking forward to Banj'o- 
Kazooie, Twelve Tales. 
Conker 64, Zelda 64 and 
Turok 2, not to mention any 
other surprises that may 
come In a perfect world, 
Nintendo would use its 
resources to create nonreal- 
istic games, like it did last 
year, one of the best gaming 
years ever. 

Ed Price 
Anaheim, CA 

Sports games on the 
N64 have been 
spectacular, espe¬ 
cially the graphically 
stunning ones from 
Acclaim All Star 
Baseball is looking 
spectacular and QB 
Club IS great, but 
when I step away 
from these games 
and pick up my 
hockey stick, base¬ 
ball bal or even 
snowboard, I have 
so much more fun. I 
may only be playing 
in a park and not at 
the Skydome, bul 
baseball, like all sports, is best 
when played on a real field 
But this won't stop me from 
playing the video games just 
one note to all the people out 
there balance your video gam¬ 
ing with reality 

Alex Miller 
Victoria, BC 


mmm mm 

This month, softurare developers from around the world will unveil 
their latest creations at E3, the Electronic Entertainment Expo, and NP 
is treating you to a preview. The games are designed with you in 
mind, so let us know it they hit the mark and look promising to you. 

NINTENDO POWER PLAYER’S PULSE 
P.O BOX 97033 
RE0M0N0,WA 98073-9733 
E-mail: noaputse@nintendo com 

Baekff/ou/HtA/tMareXfong • Stockton, Califyntfa 
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1996 Nintendo/Rare Gama by Hftm 


The evil /imp ugly Gruntild/i was ripn/ippep Banjo's 

7 CUTE SISTER AUD PL/lNS TO STE/lL HER kNOCk-OUT LOOkS! 
7 WWAT /IRE BE/IR AUV B/ICkP/iCkING BIRD TO POf FlNP OUT AS 
_ WE POINT OUT THE SLICk TRICkS /INP TROUBLESOME TR/IPS - 
mi IN THE FIRST THREE WORLDS OF B/lN JO-k/iZOOlE. M 


Before you can help Tooty, you'll have to collect the Musical Notes nnd Jigsaw 
Pieces that open up the nine worlds connected to Crunti Ida's Lair There are 
900 Notes and TOO Jiggy^'tn the game, along with hundreds of other good¬ 
ies you'll need to find. Ltsckily for you, we've done the math for the i\rst • 
three worlds and highlighted the sticky spots See how it all adds up as * 
we uncover the essential items ypu'll need for the long journey ahead. I 
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Heneycemb Energy 

Enemies drop Honeycomb Energy whenever ^ 
you defeat them Collect the Honeycomb 
Energy to fill one honeycomb on Banjo's life bar 


BANJO^KAZOOfE 


Banjo and Kazooic won't stand a chance against thciigly Grunulda unless 
they have-and knoW'Kow to use-the right stuff Listed below arc*‘the sixteen items that 
Banjo will net^ to find and use in the nine worlds to save his kid sister. 


Notes 

Collect the musical Notes to open the 
red Note Doors in the witch s lair 
There are 100 Notes in each world 


Jiggy Pieces 

Jiggy piece s are the keys that com* 
pictc the puzzles in the witch's lair, 
opening new worlds for you to explore. 


Jinjes 

Five Jinjos are hidden in each world if 
you can find all five, they'll give you 
another Jiggy piece. 

Mumbo Tokens 

Mumbo the Shaman will perform mag* 
ical transformations if you collect 
enough Mumbo Tokens to pay the fee 


Extra Honeyoamb Pieces 

Banjo's life bar will increase 
whenever you collect six Extra 
Honeycomb pieces 

E99S 

Kazooie will laarn how to spit and lay aggs in 
Mum bo's Mountain Increase your ammo supply 
by collecting eggs 


Red Feathers 

Kazooie will learn to use Red Feathers 
to fly when you find Bottles on the 
sailing ship in Treasure Trove Cova 

Geld Feathers 

Gold Feathers will make Banjo tem¬ 
porarily invincible \bu'll discover how 
to use them in Clenker's Cavern 

Runnisg Shees 

Wear die Running Shoes whenever 
you have a n ee d for s pee d Vbu 'll 
ieem how to use them in Gobi s Wiley 

Witch Switches 

There are Witch Switches hidden in 
every world Stomp on them to get 
new Jiggy pieces m Gruntilda^ Lar 

Sheck Spring Pads 

These jump Pads will add a spring to 
Kazooie's step Vbu'll learn how to leap 
off tha pads in Mumbo's Mountain 

Flight Pads 

Flight Pads arc your tickets to 
high adventure Kazooie will learn to 
fly in Ifeasure Trove Cove 


Wading Boets 

Wading Boots will carry you ecross 
p?ranha*infested waters \bu'll learn to 
use them in Bubble Gloop Swamp 




Beehives 

Breaking opan Beehives will restora 
up to three honeycombs on Banjo^ 
lire bar—if you can avoid the bees 


Your adventure begins right 
after Tooty is kidnapped by the wicked Gruntilda While it's 
tempting to immediately give chase, it's smarter to play it safe 
and talk to Bottles in front of Banjo's house Bottles will 
teach you all of Banjo and Kazooie's beginning moves 
and challenge you with a series of skill tests 
If you complete all of Bottles' training 
^ \ tests, you'll earn six Extra Honeycomb 
y ^pieces, and your life bar will be extend¬ 


ed by one honeycomb, giving you a big 
head start 


Gelden Batijes 

Thbse shiny statues will increase 
Banjo's life total by one Just like a 
cat. Banjo can have up to nine lives 


After you start the 
game, complete 
Bottles* lessons to 
earn Extra 
Honeycomb pieces 


Kazooie's Feathery 
Flap will earn you 
this Extra 
Honeycomb piece 
There s also a 
Golden Banjo 
behind the tails. 
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NINTENDO 64 



































VnTCH'i LAIR 


J 


Just like the Princess's Castle in Mono 64, Gruntilda's Lair connects all the 
worlds in the game As you complete more worlds, hitting Witch Switches and 
collecting Notes andjiggys, you'll open up the lair and uncover Gruntilda's secrets 


Jiggy Pieces 


V 



There are 100 Jiggy pieces in ^ 

Kazooie. Ten pieces are in each of the 
nine worlds, and ten more are in the ^ 
wrtch'slair You'll uncover the Witch's 
Jiggys by pounding Witch Switches 
and exploring while under one of : 
Mumbo's spells I 






After you stomp the 
Witch Switch m Mumbo's 
Mountain, have Mumbo 
turn you into a termite so 
you can get the Jiggy inside the lair 




Doors 

Magical red Note 
Doors divide the 
witch's lair into 
sections You can 
brenk the seal on a 
Note Door when 
your total world Note score exceeds the 
gold number written above each door 


Brentilda 

The good witch Brentilda 
has a grudge against her 
evil sister She'll tell you 
secret trivia about 
Gruntilda's misdeeds 
Write down her gossip so 
you can use it against 
Gruntilda later in the game 






There's a Gold Feather 
hidden around this corner 
Rotate tho camera to 
spot It. 


Cauldrons 

Gruntilda's Lair is 
the biggest place 
in the game 
Luckily, you can 
warp between 
areas by using 
Magic Cauldrons Find two cauldrons of 
the same color and touch them to open 
the warp. 
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Hidden Goods 


Switches 


If you see floor plates, 
make sure that you try 
stomping on them. 

These square panels 
are usually switches 
that open up new 
places to explore inside the lair Most switches 
in Gruntilda's abode have pictures on them that 
show what they open The switch in the photo 
above raises pipe platforms. 


Gruntilda's Lair is also 
packed with Mumbo 
Tokens, eggs. Red and 
Gold Feathers, and 
buzzing Beehives 
Slock up on these items 
so you'll be prepared 
for the next area. 
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BANJO-KAZOOIE 



MIIMtO'S MOUNTAIN 


You need only a single Jigg.y to get inside Mumbo's Mountain. Look for * 
the puzzle piece just inside the entrance to the witch's lair Once inside," 
make your way carefully up to the top of the hill and speak to Mumbo 



ti^ Golden Banjos 
Mumbo Token 
Notes 

H Rsd Feathers 
Gold Feathers 



QJc'iggvPicc&s 
Jin|os 

^onevcombF^eco 
BeeHivd 
Egqs 


(Pot!® AKP FASTUftE -— 

There's an ornery bull grazing in the pasture near the pond. Keep 
your distance or youH catch an express flight off the tips of his 
pointed horns. 


The Pink Jinjo 

Defeat the purple enemies in the 
field, then use your Flap Flip jump to 
back flip your way up onto the high, 
square rock where the Pink jinjo is 
waiting to be rescued 



Pasture Beehive 

You'll find a Beehive buzzing on a 
hill in the pasture The bull can't 
reach you if you're standing on the 
hill, but you might want to save the 
Honeycomb Enenjy for later. 





The Blue Jinjo 

The Blue Jinjo is waving 
his arms, hoping to be 
saved from his island 
prison in the middle of the 
pond. You can double 
jump to the island or sim¬ 
ply swim to it. 


Extra Honeycomb Piece 

Remember to come back here 
later and explore the rocky cliff 
above the pond If you do, you' 
find an Extra Honeycomb Piece 
on a ledge 





JiggyFitsc^ 

■I Jin|Q 

Honeycomb Plfces 
n Beehive 


IIGoldcr^ Banjo 
jMumboTokrn 
Q Notes 
^Red Feethers 
llGoldF^fctti^ 


AUMSO'S mOUHTAIH SUAAIT - 

Magical Mumbo will transform you into an agile, mountain climbing termite, 
but first you'll have to pay his fee of five Mumbo Tokens You'll find enough if 
you start looking around 



Bottles will tcich Hanfo and 
K~izoofd th^ Beak Buster s^tit 
outside. Mumbo's sloill-shaped 
hut Youll use the Beak 
on ever^ switch in the ^ame* 



Piece 


There's a jiggy piece 
in the right eye of Mumbo's 
hut Use the Flap Flip Jump 
to reach it. In case you're 
wondering, there's nothing 
hidden on the roof. 




O Smashing Huts 

After Bottles teaches you 
the Beak Buster, you can put it 
to work right away by bashing 
all the huts around Mumbo's 
house Eggs, Notes, the Green 
Jinjo and even a baddie will pop 
out of the crushed sticks and reeds If you're per¬ 
sistent enough to smash all of the huts, you'll find 
another Jiggy piece 




Meeting Mumbo 


Even if you don't have 
enough Mumbo Tokens, 
be sure to introduce your¬ 
self to the best shaman in 
the entire game If you 
search around his hut, 
you're bound to find 
more Notes and eggs 
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O Totem Tower 

Lay or shoot eggs into 
Mumbo's rotating totem tower to cut 
It down to size. Don't blast the bot¬ 
tom of the tower until you stand on it 
and do n Flap Flip Jump up to grab 
the Extra Honeycomb piece 


Termite Time 

Remember to revisit Mumbo after you've 

found five Mumbo Tokens and pourKicd down 

the Witch Switch After 

you pay your fee, he'll 

change you into a 

backpacking bug as 

often as you like 


GolOdTiBanjoi 

f^mboTokAn 

Notes 

RedFMth6<s 

GoldFe^^thcrs 


■I Jiggv Piece 
■4 Jinjos 
■|l Honeycomb Pitic 
WM Br chives 


Stones Unhingep 


There's a second summit on the other side of Mumbo's 
Mountain Explore the ruins and seek wisdom and guidance 
Here you'll learn the Talon Trot 


The Orange Jinjo is on 
top of the rums Bottles tells ^ 
you to use the Talon Trot to get up 
here, but you can also hop up 
without — HE — 

falling fi. 


More Notes and the Yellow Jinjo 

Now that you know how to use the Talon Trot, 
run along the steep, green hills to collect the 
Notes and save the Yellow Jinjo. You can explore 
anywhere except inside the termite mound 


JfGold^ Banjos 
AMumbo Token 

ARed Fi^^efs 
IKold Feathers 


jlJiggv Pieces 
jl Jinjos 

9 HonoycombPiece 
ll Boehiws 


Conga's 


An obnoxious, oversized gonlla named Conga inhabits the lower realm of 
Mumbo's Mountain He'll grudgingly agree to help you in your quest if you can earn his respect 


If you explore th ^ ruins, youli find 
Bottles. This tinn« he'll teach you 
the Talon Trot Use th’ move to 
craj over steep, slairted surlacs 
without sliding down. 


O Tangerine Targets 

Congo hurls oranges at you, but 
you can bait him into hitting the three 
tangerine-colored floor plates By stand¬ 
ing on each of them and moving away nt 
the last second, you'll earn a Jiggy 



O Monkey Business 

Off in the corner of Conga's ter¬ 
ritory lives a hungry chimp named 
Chimpy. Chimpy's not a chump-he'll 
help you, but first you have to steal an 
orange for him from Conga's tree 



Witch Switch 

If you feed Chimpy, he'll raise a platform 
for you Hop up onto the platform and 
jump over to the Witch Switch. Beak 
Bust the switch to make a Jiggy appear 
above the mountain entrance 




^ ‘ it you *ixplore area 
aroiin * the pla^rm Chinny 
raised for you^ youli find 
Hall teach you the 
e^'v-dtin^ news '^Jbout 
shootin^ from tiie front !nd 
behind. Use your eggs to hit 
Con^ ind win his last Jig^« 
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BANJO 


Tekaite Htu 


Golden Gonjo 
Mumbo Token 
NolPS 

Red Feathers 
Gold Feathers 


Jiggy Pieco 
Jinjos 

HonfiycombPiic 

Beehives 


You've bc'aten Conga, but you still need to get the last Jiggy 
atop the termite hill Go see Mumbo and spend your five hard 
earned Mumbo Tokens 


If already C 

piei^ed^up the other puzzle 
pieces, you'll find tfie tenth 
and final Jiggy at the top of 
the termite hill near this 
1-Up If you've collected mo^ thnn 50 Notes 
you now open the first Note Door 


You might look like a ter- 
mite, but thai'ddWtf't rjiean 
you'll be ^gopular with the 
mhabrtanb jnside the 
colony These buggy thugs 
want your backpack, and 
they're willing to fight you 






TROVB <OVB 


Treasure Trove Cove is a desert island complete with a shipwreck and a 
brokenhearted, blubbering captain Captain Blubber is the first of many char* 
acters you'll have to help in order to earn jiggy pieces 


Gold&n B^nios 
II Mumbo Tokens 
Motes 

Red Farthers 
ij Gold Fei the rs 

Shark Attack 

Snacker the shark patrols the 
waters around the cove You 
can defeat him if you have 
plenty of eggs, but he'll 
always come back To avoid 
him, make your swims short 


The Pier 


The pier doesn't look like anything special, but the most com* 
monly missed Jinjo is right below your feet If you decide to go 
swimming, watch out for sharks• 

The Blue Jinjo 

The Blue Jinjo beneath 
the pier is the most com* 
monly missed in this 
stage If you dive off the 
end of the pier, you can 
swim to him without 
becoming a shark snack 


to get It 





jKQldt;n6f9n;0$ 
[■Mumbo Tok&n 


Jiggy P.ecfc 
Jinios 

HonwcombPieCe 

Beehiv&s 


^HedFbBthprs 
iKold Feathers 


NiRfER THE HeRAIT 

Gigantic Nipper the crab is king of the beach, and 
he won't give up his shiny puzzle piece without a 
nasty fight 


O Inside Nipper's 

Once Nipper's defeated, 
he'll flee and leave his shell 
behind. This shell is bigger than 
any cave you'll find on the island, 
and It's inhabited by snapping 
crabs Fight your way through the 
spiraling shell until you find the 
jiggy waiting for you in the center 


Crabby Nipper 


Nipper IS one of the first major 
foes in the game The trick to 
defeating him is to use your 
Rat*a*tat Rap on his sensitive 
eyes Wait for Nipper to slow 
down, then run forward, leap 
up and peck him right 
the eye^ 
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Golden Banfos 
Mumbo Tokens 
Notes 

Red Feathers 
Gold Feathers 


Crybaby Blubber has lost his treasure and he's a wreck, just like 
his beached sailing ship See if you can help this hopeless 
hippo recover his fortune 


'S' y 

Jf you talk to 
kotties Id the crows' 
nest on Blubber's ship, 
hell teach Kazooie how 
to fly. You'll nesid at f 
le^st one Red Feather to 
Ay, and more if you 
wint to soar higher 
Use Kazooie'r flying • 
dcilts tq scout out the 
isl::nd nnd riy up to the 
lighthouse. 


O Treasure Hunt 

You'll have to swim 
around to fin^ add recover 
•Blubber's treasure. Use the 
Bt^ak Buster on foe hatch on 
deck, then swim into the 
open gun port underwater. 


U|i the Mast 

You'll find a Mum bo Token 
underneath foe crows' nest 
on the mast Use the Talon 
Trot to climb up the rigging 
and shinny up the mast to 
the Green Jinjo overhead 




iJGoldun Banjos 
MumboToksn 
Notes 

RiKl Feathers 
Gold Feathers 

Yellow Jinjo 

The Yellow Jinjo is in a palm 
tree near the cliffs below the 
lighthouse It's hard to fly to 
him, so try jumping from the 
cliff to the tree 


The lieHTHOUSE 


The lighthouse is the highest point on Treasure Trove Cove From the top you 
can see the entire island, but you'll have to avoid the roving clams that try 
to steal your valuable items 

The Lighthouse Door 

The lighthouse door might 
be locked, but that doesn't 
mean you can't go in Use 
the Beak Barge Attack to 
break it down. 


The Witch Switch 

The Witch Switch is on 
the ground behind the 
lighthouse. Beak Bust the 
switch to make a Jiggy 
appear back in foe lair, 
above the entrance to 
Treasure Trove Covo 




One Jiggy Above All 

After you break down the 
lighthouse door, you'll be able to 
climb the ladder to the top of the 
tower. If you already know how to do 
the Shock Jump, spring up to the top 
of the roof and grab the highest Jiggy 
on the entire island. 






[I Golden Banjo 
flMumboTQk$<n 
fl Notes 
^Rbd Feathers 
11 Gold Feathers 


Jiggy 

Jinjos 

Honeycomb Piec 
Beehives 


The High Roads - 

The cliffs surrounding the pier near the start are elevated paths. You'll 
need to take these high roads to learn how to use the versatile Shock \ 
Jump technique 


If you take the path to the right, 
you'll find a monster chest. Use 
your Flap Flip Jump to back flip 
into foe chest before it slams shut 
Inside you'll find six blue eggs 


Monster Chest 


U|i the Crates 

If you're looking for a way up 
onto the clilfs, try hopping up 
the crates stacked against the 
wall near Blubber's ship 
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banjq-kAzooie 


\f you climb up the stacked crates leading up to 
the high paths and look down the opposite side, 
you'll find Leaky the Bucket Leaky will help you 
dram the lake if you patch his holes Lay two 
eggs inside the bucket to fix his leaks 


After Leaky has 
drained the lake, 
use your Double 
jump to land on top 
of the castle 


Once you enter the 
lake castle, you'll 
have TOO seconds 
to solve the puzzle 
on the floor If 
the Beak 


Launch off the flying disc on top 

of Blubber's crows' nest to fly out 

to the distant island and get the 

Extra Life statue above the water- 

logged crate Be sure to jump and 

flap all the way back across the water to the shore or you'll 

end up being chomped by Snacker. 


you use 
Buster to spell out 
"BanjoKazooie" on (he floor 
tiles, you'll win a jiggy 


Jigqy Pihcci 
Jinjo 

Hon^combPiccts 

Beehive 


Shock Jumk Piluiks 


Notes, eggs, Red Feathers and a Jinjo are waiting for you on the Shock Jump pil¬ 
lar obstacle course Vaulting between the pillars is difficult, but you can master 
It with practice 


The Pink linjo IS three hops away from 
the obstacle course start If you line up 
Banjo with his destination before you 
leap, you'll have no problem covering 
the distance. 


The key to mastering all the 
jumps in Banjo-Kazooie is to 
look for your shadow before you 
touch down Don't try to land 
until your shadow appears on 
solid ground 


The high rock with the crab and the 
Notes IS difficult to reach. Stand on the 
pillar where you found the Pink Jinjo and 
Shock Jump to the rock, then do a 
Feathery Flap to cover the remaining dis¬ 
tance to the crab. 


You can reach the 
Jiggy inside the cave by 
hopping up the Shock 
Jumps on the ledges, but 
you might find it easier to 
fly up to It 


tf you turn left after you <t1imb the % 
stacktfdLcrateSf youll see Battles* Hyil ^ 
teach you the Shock lump, the highest ^ 
leap in the Leant to mast.ir it on ^ 
th^ shock pillars. 


you CAN kiA^ .tf AityliM 
WITH m SHOCK OlSf 


n 

Golden Bmo$ 

11 

1 

9 

Mjmbo Token 

1! 

14 

Notes 

1' 

26 

|R^dFu<ith*rs 

1 

Gold Feathers 

3 


Honeycomb Adrift 

There's another waterlogged 
crate floating out to sea on 
the other side of the high 
rock This is a long swim, so 
spare yourself the pain by fly¬ 
ing out to collect the Extra 
Honeycomb piece 



More Monster Chests 

The two monster chests on the other side 
of tfie shock pillars have Notes and Red 
Feathers locked away inside. Flap Flip 
Jump into each one as it opens, then 
keep walking across the beach and up 
the tower in the distance 
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lIGoldttnGanjo 
3 Mumbo Tokdfis 
^ote$ 

[I Red Feathers 
OGoldFeMhers 


[I JiggvPiKS 

1 Jin;os 

Hooeycombnece 

B«etws 

Eggs 


There's a treasure hunt waiting for you at the top of the tower, but 
you'll have to take your time as you make your way up or you'll end 
up as fish food 


Use Kazooie's Beak Buster 
slam on the red 'X' at the top of the 
tower to start a Jiggy treasure hunt 
Follow the arrows by flying around 
the island and stomp on all six ^ 
red marks to unearth a hopping 
treasure chest on a sandbar. A 
Use your Rat a-tat Rap to break H’ 
the lock on the chest and free ■ 
the Jiggy. 2 


There's an E>^a life stetue in the 
water along the path up to the 
tower You^can grab it, but 
Snacker^ will bite you. 


The Far Sipe 


GolocnG^njo 
Mumbo Tokens 
Notes 

Red Feathers 
Gold Feathers 


4 Jiggy Pieces _ 
Sjin|o 

UHonpycombF^ecfl 

iVBeshive 


It's easy to forget about the back of the island, but this is where 
you'll find the remaining Notes and the second Extra 
Honeycomb piece lust watch your balance or you'll end up 
swimming halfway around the cove 


O A Narrow Ledge 

You'll spot this narrow ledge as 
you trot along, collect- 
mg the Notes on the 
three ladders If you 
inch along the path and 
leap across the floating 
crates, you'll find a 
jiggy in a cave. 


% 

1 

There are two Mumbo 


1 

Tokens spinning around 

f tr» 

1 inside the chest at the 

top of the second ladder 


Time your jump into the 

I chest carefully or you'll 

\ MV ^ 


1 be slammed into the 


water below. 







^Wjolden Banjos 
KlMumbo Token 
hotes 
Ned Feathers 
liBTiold Feathers 


Q Jiggy Pie ces 
^ Jinjos 

Honeycomb Piece 
Beehive 
Eggs 


Explosive Encounters 

The floating mines don't like your 
snooping around in their pools 
Run or swim quickly to stay one 
step ahead of them, or jump out 
of the water whenever you think 
they're about to explode. 


Perilous Pools - 

You'll pass SIX pools on your way back down to the pier Stock 
up on the items you find heie so you can use them in the 
next world 

A Sweet Surprise . 

If you leap into the sea next to 
the lowest pool, you'll spot 
this Extra Honeycomb piece 
on the bottom Crab it and 
swim to the right to get back to 
the beach. 


Deep Pond Diving 

Dive to the 
bottom of the 


pond near the top of 
the third ladder and 
scoop up another 
Jiggy puzzle piece. 


The Orange Jinjo 

You'll see the Orange 
Jinjo at the very end 
of the narrow ledge 
next to the pond con¬ 
taining the jiggy. 


A Long Jump for an Extra Life 


Use a Feathery Flap to 
land on the ledge on 
die other side of the 
pond and get this Extra 
Life statue 
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CLANKIR’S <AVRRN 


To reach Cl anker's Cavern, return to Grunti Ida's picture on the floor in 
the witch's lair and leap up to the ledge using the Shock Jump Disc. Complete' 
the puzzle to open the draij).leading to this dreary backwater 




^ Golden Banjos 
[II Mumbo Tokens 
Notes 

R^d Fsethors 
Gold Feathers 


JiggyP^ces 
Jinjo 

III HoneycombPi.jCLs| 
G^«hive 

Eggs 


Roush Sr^ar 


BANJQ-KAZOOIE 



^ V 


The going gets tough* as soon as you step into the first chamber of Cl anker's- 
Cavern Jump up and collect the oi^t Notes and the Yellow Jjnjo on the rust¬ 
ed pipes, then swim down into the dram leading to Clanker's cell 
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GolCen 
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Miimbo Tokens 
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Notes 
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13 

RedFeathars 

1 

5 

GoldFsathcrs 
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Jiggy Pieco^ 
J(n|os 

HoreycombPik^* 

Bnehive 

Eggs 


The Blue Jinjo 

The Blue jinjo is in a 
pipe that winds into a wail 
in Clanker's Cavern Swim 
into the hole in the wall 
near Clanker's right eye 
You'll find the jinjo halfway 
through the pipe Now 
swim into the hole in the 
wall behind Clanker's left 
fin. It's a long passage, but if you 
swim fast enough you'll reach 
the jiggy with enough air to turn 
around and get back. 

Through the Tubes 

Swim through the tube along the 
bottom of Clanker's Cavern to col¬ 
lect Notes and Feathers 
Maneuvering through these 
shorttubes will get you in prac¬ 
tice for navigating the long 
pipes in the walls, where you'll 
need every Honeycomb of atr, 


CUHKEH*8 C^Vi- 

Poor danker is Gruntilda's garbage grinder, a job ho would 
gladly quit If you help danker, he'll give you his 
puzzle pieces 

High Ledge Hijinks 

Use the Talon Trot and Shock 
lump to reach the eggs. Feathers 
and Notes in the eight alcoves near 
the ceiling Keep hopping along the 
ledges until you find 
the Golden Banjo statue 


Mutant Crabs 

If you explore the 
glowing green pipe near 
the end of Clanker's tail, 
you'll find the home of the 
Snippet Mutants, four ugly, 
bug-eyed crabs Defeat 
all four crabs to win a 
Jjggy piece 

Up the Pipe 

A short vent is broken off underwa¬ 
ter near Clanker's left fin. If you 
dive down and carefully swim up 
inside the vent, you'll find another 
Extra Honeycomb piece. 


Beasts in the Vents 


The Yellow Jinjo 


There are hideous beasts waiting 
to leap out and grab you when 
you walk past the broken vents 
in the room. Slowly make your 
way up to each vent to lure the 
beasts out, then dispose of them 
with the Rat-a-tat Rap 


The Yellow Jjnjo is on a rusty 
platform at the center of the first 
chamber. He's hard to spot 
because he's usually waving his 
arms behind the bouncing 
Beehive Circle around the plat¬ 
form to find him. 
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[J Ji ggyf^gce 
Jtnjo 

^Honeycornb Piece 
n Beehives 
■lEggs 


Thar She Blows! 

Once you free Clanker, 
hell be able to breathe freely 
on the surface Walk up on his 
back and stand on the loose 
screw in his blow hole You'll 
shoot skyward to a new plat 
form where you'll find Notes 
and a Jiggy piece. 

Hunting for Bust 

You wori'i find dust 
you'll uncover other essential 


in Clanker's Cavern^ but 
up the Shock Disc near 


Clanker's left fin and pound your way into the vents to find an 
Orange Jinjo and an Extra Honeycomb piece. 


Dental Work 


The gold teeth in 
Clanker's mouth are giv¬ 
ing him a headache Stand 
on the floating platforms 
and shoot eggs at the teeth until they 
fall away. Inside his mouth you'll find a 
Jiggy and a Mumbo Token 

Jiggy in a Cage 

If you Talon Trot up on the 
tip of Clanker's tail when he's on the 
surface, you'll be able to reach and 
explore the high ledges in the back 
of the cavern There's a Jiggy 
locked away in a tiny box Use 
your Rat-a-tat Rap to break 
down the grate and free the 
puzzle piece. 


Free Clanker 


danker is chained to the bottom of the cavern. To free 
him, you'll have to break the lock at the deepest part of 
Clanker's Cavern 


Air Supply 


Raise Clunker 


Diving to the bot¬ 
tom of Clanker's 
Cavern will use up 
most of your oxy¬ 
gen, but you can 
replenish your sup¬ 
ply by swimming 
through Gloop's bubbles. If you chase 
Gloop, you1l find the Green Jinjo. 


*(05 


Unlocking 
the chain holding 
danker is one of the 
toughest tasks in this 
stage. To free him, 
you'll need to swim 
through the hole in 
the key three times 
Retreat to the surface whenever your 
oxygen supply drops to three 
Honeycombs. 


The Witch Switch 

Pounding this Witch 
Switch will raise the eyes 
in the floor painting back 
in the lair Remember to 
Beak Bust the eyes when 
you return to the lair. 


Clahker's Throat — 

Banjo will hnd more treasure inside Clanker Drop 
inside the blow hole to explore the rest of the mecha¬ 
nized whale 


O Biting Blades 

You can walk 
between these whirl i ng 
blades to collect the Notes, 
or, if you talk to Bottles first 
you can learn how to pass 
between the blades without 
getting hurt 
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ll Jiggv^t^co 
m Jinjo 

O HornycombRece 
ll BF»«hive 


Clankcr's belly is half-full of air To fill his stomach with water and 
reach the Jiggy in his tail, you'll have to successfully complete a 
timecLobstacle course y' ^ 


ring to startihe test Your II have 48 
secon(^ to swim and jump 
through the remaining rings, but 
you should pass through the rings 
only when they've turned green 
You'll have to do every type of jump in the game, includ¬ 
ing the Double Jump, to successfully complete the course 


The last two rings are the toughest on the course Stand on the 
floating crete and do a Feathery Flap through both of them 


Pink Jinjo 

Filling Clanker's belly with water 
will open up another exit through 
his left gills Look for the Pink 
Jinjo as you're swimming toward 
the gills 


After you get the Jiggy piece, 
swim to the Flying Disc on the 
other side of the belly Now fly 
back across the room and into the 
hole leading in to Clanker's tail. 
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H Golden Banjos 
rutumboTok9ns 
Notes 

QKMFe<tl>ers 
■•I Gold Feathers 


I M Jiggy Piece 
Jin]os_ 

BsHonwcon^ece 

ElBcenives 


If you've cleaned out all the pipes in the cavern, the last place you'll 
need to explore is Clanker's mouth and tail Then you'll have enough 
Notes to move on. 


Clankers Mouth 

If you've removed Clanker's 
teeth and picked up the jiggy 
and the Mumbo Token, 
you've almost cleaned up 
Clanker's mouth. Use the 
Talon Trot to run around and 
collect the remaining Notes 


Don't puzzle over missing jiggy pieces* With three 
worlds covered and six to go, we have lots more in store in 
future issues Next month we'll venture into the piranha- 
infested waters of Bubble Gloop Swamp 
and dodge ice balls thrown by the sin is- 
ter snowmen high up on Freezeezy Pcak^ 


If you make it all thi | 
way to ClankerV Tail,^; 
Bottles will teach you ' 
the Invulnerability Shield 
move, U..C your Cold , 
Feathers to run past th< i 
whirling blades and grab 
another Ji^» 


1 i '! .1 ' 

w 9 ^ V ^ J i' 

V ej ^ 
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guest commentary fpon^ 
the world-famous 
announcer, Kenrfeth 
Woste n ho I me. 


EA Sports* World Cup *98 Is the sure cure for 
sports sequel syndrome, featuring far more than 
Just updated team rosters. With the ability to 
call plaqs and change formations on the fly. 


basketball 
and hockey-soccer is undoubt¬ 
edly the world's most popular sport 
The governrng body for international 
soccer, the Federation Internationale 
de Football Association (FIFA), cur¬ 
rently includes 197 teams and over 
200 million members worldwide The 
World Cup (often referred to by the 
Spanish term, "Copa Mundial") is 
held every four years, and the next 
one IS scheduled to begin this 
month Dubbed "France '98" m 
honor of the host country, this 
World Cup Will be the largest m 
history, with 32 competing teams 
and a projected TV audience of 
3 7 billion viesvers' 


Many sports sequels serve up little more than 
updated team rosters, but World Cup '98 is packed with 
improvements and new features. Besides having 
smoother animation, smarter goalies and better 
synrhroni7ed commentary, World Cup '98 also allows 
you to call specific plays and team formations witijeut 
pausing the action. There's even a Classic rr^e 
that features famous historical matchups, 
with authentic period 
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The bottom line seems simple at first-cribble the ball down the 
field and shoot at your opponent's goal In practice, however, 
straight-1 me attacks won't get you very far. These advanced 
maneuvers will help you pull off, as announcer John Motson 
might say, "a clever bit of play" 


Quick Fakes 

Hold Z or R and press the Control 
Stick in various directions to pull a 
fake-out Computer-contro I led play¬ 
ers don t always react very quickly, 
and by using the feke-out, you can 
stay in a dafendar's blind spot 



Flick-Over 

Hold R and press bottom C to turn 
around and f l{ck the ball beckward 
over your heed. This is a qood move to 
use if a defender is charging straight 
at you Vbu can then slip around him 
and pick up the ball again. 




Racastle 

'nie Rocastfe is a spm move that's 
good for dodging tackles or confusing 
-B defender HoldZ orR and press B to 
spm one way or the other this mova 
'IS more effective egainst normal 
tackles than slide tackles 
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IMutmeg 

Dribbling a ball through a defender^ 
legs IS a "nutmeg * To attempt a 
stop-over nutmeg (your feet will 
cross over the ball before you make a 
short pass), hold Z and press right C 
Remember, practica makes penecti 



Draw Faui 

If the action is heated, hold Z or R and 
press top C to take a spectacular fall, 
m just may fool the referee into 
callmg a foul on the attacking team 
It's risky, but it can work as a last- 
ditch measure. 



Once you move up “from the Amateur difficulty level to 
Professional and World Class play, you'll probably need these 
"real lime" tactics to keep you on top of your game When a play 
IS called, your computerized teammates will do their best to fol¬ 
low your lead and move into their assigned positions There's no 
guarantee that a play will work, but that's where practice and a 
bit of luck will come in 



Through^ 
Ball Run 

Hold Z and R and press right C to 
make your closest teammate 
run diagonally up the field If he's 
in a good field position, he can 
slip between dafendars Pass 
before he goes offside 



Offside 

Trap 

Hold Z and R and press bottom C 
to mova all your defenders up 
the field Playing them forward 
may catch your opponents in an 
offside (passing to a teammate 
that's beyond tha last dafander) 



Wing Back 
^ Run 

falling a Wing Back Run (hold Z 
9 nd R and press left C) will make 
your wing or your closest team- 
mat as print up the side I me \bu 
tan then pass or lob the ball 
1}efore he goes offside. 



At Hacking 
Press 


To call nearby players to put 
pressure on an opposing ball car¬ 
rier, hold Z and R and press top C 
The Attacking Press is good for 
forcing turnovers, but it may 
also leave you vulnerable 



Passback 

Hold Z and R and tep A to pass 
tha ball to your nearast taam- 
mate The computer will control 
the receiver while you move your 
player into position. Double-tap 
A to ask for tha ball back 
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Anothef-^( Umg new feature is the ability to preset three team 
fonrotions and then switch between them at any timer for-each 
preset formatior>, you can set your team's overall strategy any! 
where from high att?w!k to high defense, as well as y^r-pJayers} 
individual- aggression and attack levels If a particul^ formatio^ 
- or strategy^ i^tyorjci ng^^opxan change any or a^pf yoor gre- 
* jjets'jtvhtte' a paused' 
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This balanced formation lends 
Itself to practically any strate¬ 
gy or attack level The midfield’ 
ers will have a lot of ground to 
cover, however 


This IS erguably the most flexh 
ble formation The four midfield' 
ers provide solid defense as 
well as the ability to launch an 
ettack from the sidelinas 


On the Attack 






Digging In 

CEE» 


- D " f - 

- M J 


D ” ' 

“ F 


D M 1 

DM J 


Dm _ 

D M 

G M p 


G D M 


G D r i 


G M F 

D M 
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D F 


D M ‘ 


■ D M 

_ 


M p 


D M 

0 

DM. 


This formation + a high attack 
level the Wing Back Run = lots 
of shots on goal On e second 
preset, use a high defense level 
to pull the wings back 


If you like to forca turnovers 
near your opponents goel. this 
IS the formation to use Call an 
Attacking Press piny and watch 
the sparks fly* 


This IS primarily a defensive '' 
form, but it can work offensive¬ 
ly lure your opponents to your 
side of the field, take the ball 
and ploy the fast break 


If your opponent's offense is 
overpowering or you just need 
to hold on to the lead for a few 
moments more, the 4-5-1 for¬ 
mation will be your best bet 


w oiiAuniani 


GROUP A 

The 32 teams that qualified for the World Cup were divided at random 
into 8 groups Each group has at least one clear favorite, and we'll be 
focusing our scouting reports on those squads primarily In Group A. four- 
time Cup winner Brazil is the obvious contender The team IS rated 10 in 
every category shooting, speed, passing, defense and overall skill ^ 



MMorway 


Scotland 


Morocco 


OV»rt// 
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GROUP B 


Italy also ranks a 10 in every skill category, but yoymay find that they 
"handle" a bit differently, especially under computer control Histoncally, 
many Europeen-teams have played a much more sjfuctured and organize 
game than their South American rivals, who tend )o pleyo short passing 
geme thot'efocusad onmdividual finesse and flair.- 





Ovor^// 


OV^r4|// 
















































GROUP C 



With 0 rating of 9 in shooting, the French national team is |ust one point 
shy of perfection, but this "deficit" won't have much of an impact on 
their chances for the Cup In addition, they do have the home field advan¬ 
tage Denmark could be a dark horse contender in the semifinals, rating 
7 5 in passing and defense and 7 in speed and overall 
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Spainns a snoo’in for a spot among the top ten teams, rating 9 5 in 
shooting, 9 in speed, 10 in passing and defense and 9 5 overaH Bulgaria 
IS the only reel challenger for Spam in Group C, but with no skill rating 
higher than 6, a surprise upset is highly unlikely As long as the 
Spanish avoid injuries, theyll be there in the semifinals 



Saadi Arabia 


t 



GrchJi^Gwillbehost t^oneof the more exciting early-round challenges. 
The Netherlands are ranked 9 in shooting and speed, 10 in passing and 
defense and 9 SeveraH M6X«:o is right behind with 8 in shooting, 9 in 
speed end 8 5 in dll other eeteg ones Differences of one rating point 
sren'tvery signiftcant, so this eontest could go either way 



iieiherlands 




GROUP F 


‘Germ any. and Yugoslavia will also provide lots of fireworks as they com¬ 
pete for the Group F title. Germany is ranked 10 across the board, but the 
*nigo8laviansareno slouches, with 7 5 in shooting. 8 in speed, 8 5 in pass¬ 
ing and 8 mboth defense and overall skill The key for the underdogs will 
be to stnke early and strike ofterv. 


Ifugoslajfia 


SpaL 
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Croatia 


CoJomhia 


Japan 


ALSO RAIXiS 


The following teams did not officially qualify for France 98. but they 
were included in the game for variety In fact. Portugal. Russia and 
Sweden do compare favorably to a lot of tha Cup competitor$,4t least 
on paper If you choose one of these teams in World Cup mode, it will ^ 
replace one of the official qualifiers m the tournament at random. 


Rep. ot Ireland 
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GROUP G 


GROUP H 


With three quality teams. Group G v\nll have the most hotly 
first round England is the front-runner v\nth a 10 in every catejjor^ ^ 
lowed by Colombia with 8 5 in shooting. 7 in speed. 8 5 in passing, 7.S^'. 
defense and 8 overall Romania will also stir the pot with 7 in shootlq^^ 
in speed. 8 5 in passing and defense and 8 overall.. 


Argentina is the runaway favorite in Group H. with 8 in shooting and 
speed. 10 in passing. 9 in defense and 95 overall If Argentina goes up 
against Brazil. EnQland, Germany or any of the other top 5 teams in the 
later rounds, ^e to success will be passing and ball movement using 
primarily the 4-2-4 and 2*5*3 formations 
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These clessic match-ups are sora of the tougher contests availeble 
Before you begin a match, you'll see the final score of the actual game 
Will you be able to change history with e stunning upset? 




Once you win the World Cup, you'll enable the Classics mode, 
which features eight famous World Cup championship matches 
from the past. Each match is authentically detailed according to 

its time period, including accurate uniform colors and classic- 

% * 

style brown soccer balls Kenneth Wostenholme, a-renowned 
former FIFA announcer, will be on hand to givod>e pkty-by-p(fff^ 
Classic mode can't be saved on the Game Pak.-ToaceessCfassiC 
mode again, your World Cup win must be sav^-to-d-Controilef 
Pak and then reloaded into the Game Pak 




1330 - 

0ragiiay vs. 
Argentina 

Few Eu^ean teams were will* 
ing or able to make the trip to 
South Amencafor the first 
World Cup Uruguay's key player. 
Ldh Their 4*2 win was goalkaeper 
Ballasteros, D^pite great ball 
handling byEvansto and terrifio' 
shooting by Stabile, Argentina 
couldn't rally n 



1950 

Uruguay vsT 
-.Brazil — 

In 1950»^e world was uitxdduced 
to what we now think of es the 
South American style of play, 
with stylish and flamboyant bell 
hancHipg Unfortunatalyfor 
Brazil, though, their powerful 
front line-GQuIdn't make up for 
weak defense, end thay lost the 
match, 2-1. 


Italy vs. 

Hungary ' 

The 1933 World Cup Was a 
reverse of the 1930 contest, 
with no South American teams 
wilhng to O'avel to Europe, most¬ 
ly because of pre-WWllterr 
sions If yoi/jd ':ke to repeat 
Italy's 4’»2 wh, focus on midfield¬ 
ers Serantonj end Andreolo,and 
forwards Bievati and Meazza 

i' yi 



/ 

W. Germany vs. 
Hungary 

it's'somehow fitting that the 
fust televised World Cup ended 
with a thrilling upset Hunger^ 
star forward, A Puskas, was 
injured and couldn't play, and 
many think this gave V^st 
Germany the adge they needed 
to win This time, Puskes is 
healthyandreadytogo. 



1970 


1974 



England vs. 

W. Germany 

The 1966 World Cup was the first 
to be decided in overtime West 
Germenyls explosive South 
American-style strategy back¬ 
fired as e more cautious tnglish 
squad tookthowin Keyplayers 
included Beckenbauer (right mid- 
field, W. Germany) and Moore 
(left midfield, England) 


Brazil vs. 
Italy 

This^match marked Pole's debut 
m the World Cup and a g^. domi- 
nance for South American style 
play Brazil became the first 
^taam to win the World Cup three 
'times, and they were awarded 
tfie original championship trophy 
perfhanently in honor of their. 
greapchievement 



W. Germany vs. 
HoUand 

Led by Muller. Grabowski end the 
returning Beckenbauer, the West 
Germans were able to redeem 
themselvestn this hotly con¬ 
tested match. The Dutch team% 
star forward/Cruyff, was widely 
considered to be one of the best 
players of his day, second onlyto 
Brazil's Pele 


Italy vs. 

W. Germany 

WKt Germany made yet anoth¬ 
er appearance in the World Cup 
finals but fell to Italy's overpow¬ 
ering front line Some kay players 
on the \Annning team included 
Cabrini (a strong defender). 
Tardelli (e stylish midfielder) and 
Gentile (a catalyst for many 
strong challenges), 



•^gyl ffg Tfeyu d'^sg m lpro 

. iiLCk Malaperin 

~theT%rfe ct choice to be EA's 
- ,Asacicjate Producer on World 
■■'Cup '^98 for the N64 After 


^p p nding a couple of weeks 
^ wrth"Nick's pride and joy, we'd 

hav e to a gree with his personal ^ 

— asse s s m ent of the game- it's fast, r "bifwCiTkT5n*WcirldCuD'98 
easy to control and a blasJ^B^TbreftS predecessor was 
Lup l iiy . evenfThished * . 


Responding to comments on 
sluggish play control in earlier soc¬ 
cer games, Nick and his team of IB 
artists and programmers worked hard to 
give World Cup '98 a "real sense of 
immediacy. It does what you want when 
you want" He's confident that these 
improvements will be carried over to the 
tentatively-titled FIFA '99, which is already 
deep in development We can't wait* 
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Thwap! Crack! Aicecel 
Popcom*munching onlookers 
alternately cheer and cringe 
as they watch two martial 
artists execute bone-crushing 
blows and ants-in-th^pants 
acrobatics until one fighter is 

ultimately smeared across the _ 

screen. But It's not the latest 

Jackie Chan film the audience Arcadescreanshot 

IS gaping at. It's Mortal Kombat 4, Midway's latest arcade fight? 
ing game to further the saga of tiie Outworld. 

Though the MK concept is five years old, the series continues 
to be a hit, and MK4 mainta^ tbat streakr^drawing In crowds 
as well as quarters by the pockctfiiL Much of the success comes 
from MK4's three new features that set It apart from previous 
MKs and fighting ^une$: 3-p fi^ter$ in 3-D arenas, weapons 
that can be picked up or swiped away, and a fighting engine 
that's running faster than ever. So fost, in fact, that it's quickly 
heading to the N64;..— ' 


Midway has built a strong rep* 
titation by* successfully trans* 
lating arcade hits into faithful 
ports for home video game 
systems. Like a punch square 
the solar plexus, Midway's 
N64 version of MK4 t$ yet 
another dead-on hit that's a 
dead ringer for its arcade 
inspiration...and tlien some. Nfl4 screen shat 

In addition to retaining the arcade graphics, moves, and cinema 
semes* with dialogue, the N64 version will include a new arena, 
9 boss character, and possibly more surprises that will never 
suiface in arcades. So farr-MK4 Has been twice tweaked in- 
arcades to boast new features, and Nintendo's version will ben¬ 
efit from this road-testing by including all improvements from 
the latest MK4 arcade update (known as "Revision 3")^ 

With its extras, the home version of MK4 could overshadow 
the arcade version. Thwap! Crack! Aieeee! it may just be 
a'knockout.' " - " ■ 
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Mortal Kombat'4' 1997 Midvwiy Gatnos Inc. All Rights Ratarvad. Mldvny, Mortal Kombat, 
tha Dragon Design and all charaetar names are trademarke of Mklway Games Inc. 
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Escaping Raiden's imprbonment, banished god Shinnok now 
threatens the existence of earth and the other realms. Once 
again, a handful of fibers, mcluding diese seven new- ^ 
cmiers to the toumamenf, will determine fafe by bat¬ 
tling in Mortal Kombat^e fight-to-the-finish slugfests. 


d\ FUJIN 

9M I Known es the Wind 

mm GodinMK 

J Mydiologiee« Fujln 
Pr y is one of aarth'e iast 
surviving gods who 
oaa oppose Shuinok. - ^ • 


RBKO 

\ ReikOiSmysteri- 
I ous warrior who 
y once ied Shinnok's 
/ ermies« returns 
ef ter being M i A to 
egein serve tha banished god. 


mb-oduc^-^ frfK 


\ JAREK • 

SP \ The Black Dragonh 
7^ } iJarek jeSonya'e 
arch rival but the 
|^S|r threet of e common 
foe forces them to 
put differences eeida. 


\ SHiNNOK 
M A feilen god at 
oddswiththe 
^ ^ Eiders. Shinnok 
JA/ reemergeeto 
destroy his captai; 
Reiden tha Thander God. 






m. NEW 
mpyi^j fhovES/ 


Johnny Cage MK 


Later Cr{i»^'> 
&oad Swop 


V TANYA 

\ Tanya unwittingly 
I iets Shinnok ifrta 
J har worid.Oniy by 
^ defeotmg him cen 
she free tor homa 


^ Not only leheLiu 
tongi f ne^. he ie 
eiso his aqaei. Kai 
iee superior fighter 
/ho Itarned from 
immy mestere. 


Liu Kang 
Quan Chi 


Mace 

Hamme 


■ \\ QUAN CHt 

\ Sorcerer Qu«i Chi 
m ' J freaiiShiMok,end 
M now he fight* 
alongside theben- 
ished god to over¬ 
throw the Eiders. 


Raiden 

Reiko 

Reptile 

> 

Scorpion 

Shinnolt 

Sonya 

Sub-Zero 




Battle-axe 




Rotary Blait* 


Tanya MK 4 7 Booni 

* Shiimok can mimic any oharacier and use any of Ins or her 


Midway desi^ud the NM version ^ 
Arcade version. With some add|Ed 




Fighters 
Hidden Fighters 
Boss Characters 1 

I 

Arenas 7 


At least 1 


At least 1 


Animation 
Frames 
per Second 


> 

4 

2 

4 


8 

2 

3 

4 


4 

3- 
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*k)n, and newty>})olygonal 
no longer «,■«» to 1^ 


mining a few frames of aninnia* f{ ^ 
fion. Moreover, MK4'$ ehai^ I V 
tors no longer resetnWe flat h “ 
paper dolls, nor do they rcsem- I ^TUtTr i 
> le boxy polygons with paint- 

ed-on feces, 

Impressively, 

the characters are stuffed 
\ whh enough polygons to 

- achieve a smooth, almost 

rendered, looL 


^ WhIL M 
fetal’rtier. 


added new characters, 
W features are the 
*' ' Hike its predeces- 
ors, MMfeattiid t »-Dcharaaersit) 34>arenas. Came play, how- 
>M 9 e« cwentially 2-D. Occasionally a special srtM 
nent (or pieces of one) against 
RNtBradMb erahandy weapon maydMn iv! 
n tiM But after a c** -H gjln^ j a, 

fiSi* Iitii' * 'jm Kombat M ^ ^ ^ 

always been about 
i-'.l^'ontation rather than 

circling 

||K||^HS0^yjrn^''^ , Around your opponent, i^3 

so 3-0 look of MK4 
seiVM mwe of an acs- j 

9' w thetic purpose. Camera HI 

ingles will air 'MMically repoutiim lo hi^light the pain of |H 
:ertain special moves. Polygonal blood can splatter |n every 


Mott revolutionary of all MK4's new features is its inter- j 
changiable weaponry. Other fighting games have armed their f 


PBIW WSAMN 


warriors wtdi weapons, but [ dish HiflNiter weapon or even youi% 

the/ve never been able to I C ^ YMldrop itsand your enemy 

snalch weapons from their retried it from the arena floon 

opponeirts' hands to use Boulders, skulls and other items that 

them against their owners* P^PP^ battlefields cm also be 

Each MK4 fighter has a picked' Op and used as weapons 

special weapon, and a controller against enemies. Once a game of hand-to-hand combat, MK4 has 
sequence will allow your fighter grown to involve swordplay and diaipshooting* 




MK4 for the N64 skimps on nothing when it comes to recreating 
the arcade version's graphic! and and furious game play. 
Moves, fatalities, character Al and the individual fighters' cinemat¬ 
ic finales remain true to their arcade inspiration* But the home ver¬ 
sion also goes a step Anther by including an extra arena (the Ice 
Prt), different game modes (including Team Tournaments and 
Endurance Contests), and the added challenge of a boss character 
(a certain four-armed drug who hasn't fought since the first MK)» 
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\4K4 u dde tiu< fhrg (une. Wf|) i! have a lighting (^anc€ against ViK Mpgy or other 

h'urdwftjenl figlhUin? r^iinjj jr* jnr wjypiijf. 


Midway 


Midway 


Midway'^ 


**^*n*dy ingfiters. 

ejiFigfiters 


*• Fighl^r 2 


2 •I'Babsliti^ 
Animalittas.TifCfldcliips 
& Brutalities 


Stage fatalitids 

✓ 

Interchangeable 

Weapons 

Blood 


Buckets, optionsi 
Very High 
Somewhat 


3-D Game Play 
Players 


1-2 (Simultaneous) + 
sn 8-Player Round- 
robin Tournament 

64 Megabits 


96Megabits 


96 Megabits 


Controller Pak 

^ - 

Riimble Pak 

Cinema'Scenes 
yVith Dialogue 

Different 
Game Modes* 


6-((nclud^ Recir * 
Attst^'s Three. 
Conip^^- 


Gsme Screen 


Multiplayer variations of the same mode sre counted ssone mode 


nTTnnnn XT^nTTr? TrnnTl'Kxi;?' you cHoomMK 4asyoMrfightinggarn®desttny,Iwep anam 
U li HjjbJj y If U lit IJijb I I' (M y Nintendo Power artfdes that wlH cover Ae 

’ ' ” game's ttKitegiev and secrets; MK4, "With its polished game pta^ 

Mortal Kombat 4 for the N64, when compared to other fightir^ new look,-and Interchangeable weaponry, definitely adds a new 
games and even its arcade counterpart, emerge as a worthy spin to its genrc>a spin that could very well be the fate-scaling 
contender in the ever-expanding ring of fighting games. Should factor when you're choosing a fighting game. 
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but ^ 4^2 3440 


MEMBER IDENTIFICATION # 


-Jiii 


V Ci^&SOI^iiD 

Y JOM 


Step 1 
Step 2 
Step 3 
Step 4 
Step 5 
Step 6 
Step 7 
Step 8 
Step 9 
Step 10 
Step 11 


Up, Down on Control Stick 
Up, Down on Control Pad 
Bottom C,Top C 
L, R,Z 

Left on Control Pad 
Right C 

Up on Control Stick 
B Button 

Right on Control Pad 

LeftC 

Start 


Rush an the Rock 

Here's a multistep code for San Frandsco Rush that will 
open up a hidden track on the island of Alcatraz, otherwise 
known as The Rock. When entering directimal commands, 
you may use eithn- the Control Pad or the Control Stick. 

Youll need the FI car for this code. If you don't have it, 
first win any Circuit on Medium difficulty. From then on, if 
you use the same player, you can go to the Trade Select 
screm and press Z four times to activate the FI car. 

Now for die Alcatraz code. Complete a Circuit with the 
FI car and watch the entire end doema scene. Now enter 
die One Race mode and go to the Car Select screen. Hold 
left C and press Z. Release both button^ then press Left. 
I^ess B several dmes to go back to the main menu. 

Now access the Setup screen. Hold top C and press Z. 
Release bodi buttons, then (vess Up. Go back out to the 
main menu. 

Reenter the One Race mode and go to the Track Select 
screen. Hold ri^it C and press Z. Release both buttons, then 
press Right Select any track you wish. 

Now go to die Car Select screen. Hold bottom C and 
press Z. Release bodi buttons, then press Down, L and R. If 
you enter die code conectly, you'll hear a trumpeting sound. 


niore Boerde. fRore Thrille 

Summer's here^i but there's still a lot more wintry fun to be 
had wUh the Sn<mi>oard Kids! The code below will activate 
the hidden character Shinobinp an ^itire line of Shinobin 
snowboard^ all the standard courses and four secret cours* 
6$: Dizzy-Landp Quicksand Valley, Silver Mountain and Ninja 
Land. We broke down the code into to make it easier 
to read, but you diould enter rt in one, steady sequence on 
Hie Title screen. 



muiSQsmsm 

»g3l0425I7iro& 

msmiMum 




Go back to the Track Select screen and serdi through the 
tracks to find Alcatraz. 
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Taka a nda ot The Rock and 
hring home the trophy! 


Enter the entire code on the 
Title screen without paueii^. 


0oo(rtih. Ieoh et thet. Time to 
hit the elopes, huddy^ 


Ybu must heve the R car for 
this code to worh. 



























Our thimksto th% clever net surfeit who sent this trick to our 
web site. To extend a Point Match as long os you like, first 
begin a three*player, five-point match* The trick is to have 
one player rack up four wins and then defeat two players 
simultaneously. If the two players are defeated at the exact 
same moment, the win counter will jump to six points, going 
past the normal limit of five points. The match will continue 
until you reset the game. This trick works best if the two 
^iarget'' players are characters, not tanks or Arwings. 


Sserst Car Codes 

Up until now, you had to complete season after season to 
gain access to these secret cars in Top Gear Rally. Now they 
can be yours with just a few simple button presses! 

Before we get to the codes, though, we do have afavor to 
ask. We know that if you complete file sixth season of the 
fifth year, a Reflective Paint option will appear on file Dec^ 
screen (press bottom C to access ift. We don't know if there's 
a quick code for this option, but if you find one, drop us a 
line here at Classified Info, okay? Much obliged. 


Helmet Cer 

Once e race begins, press Up, 
Up, Z, B, A, Left end Left to 
switrt to the Helmet Cer. 
Whnn entnnng nny 1bp Gner 
Rally code, use the Control 
Pad, eot the Control Stick. 


aCfuam 


Have the cherectere stand ie 
oee spot. Use e bomh to 
defeat Uiem simnltennousiy 


If the trich worhs, you cen 
extnnd the match indefinitely 
with no poiet limit 


6uil Unmeeked 

This is such an <^ious trick! So why didn't we think of it 
before? (Don't answer that!) To rip off an opponent's mask, 
repeatedly use an "eye gouge" attack, if you have oner After 
a few times, your m)«terious foe's face will finally be 
revealed to the world! 


The Cupra 

if you'd prefer the cool, sleeh 
linns ot the Cupra, press bot* 
tom C, Up, B, Right, A, bottom 
C, A end Right once e race 
begins 


Beach Bell Car 

Now this is e cerl Press B, B, 
A, Left, Left, bottom C, A end 
Right once e race begins to 
take the Beech Ball cer for e 
spin. 


C'mere, you! Let% see whet 
you're hidieg under that mnski 


normal Tracha 


To open up ell the normd 
tracks m Arcnde, Time Attack 
end Practice modes, press A, 
Left, Lnft. Right, Down end Z 
once any race bngins. This will 
eot open the Mirror trechs. 


O'W X 


WNSMt, 


98 




Whet thnn.? Oh, my goodness, it% 
ons of those Hsnson brothers! 


















Hiding PIsca 

Here^ a sneaky trick thst a certain ColdenEye guru sent to 
our %veb site. If you're pisying s muhiplayer match in the 
Facility, there is s way to |ump up into the sir vent in the 
bathroom ceiling. Enter the stall below the vent, stand on the 
toilet and face the stsll door. Pr^ snd hold left C to crouch. 
While still holding left C, press and hold R snd press Left on 
the Control Stick. If you're in the correct position, you'll turn 
around two or three times snd then pop up into the vent. 
Push up on the Control Stick to crawl forward. 


^c ada nation 

We d(m't usually print arcade game codes in Classified info, 
but we thought we'd make an exception in this case. Bsck in 
Volume 107, we announced that Midway is going to port 
dteir arcade hit, NFL BIHz, over to the N64. As part of our 
preview, we revealed a bunch of secret codes for the arcade 
ffUM, and now we have a few more. 

All codes are entered on the Matchup screen. The first 
number in esch code is for the Turbo button, the second for 
the lump button and fite third for die Pass button. First press 
the control buttons the number of times shown, then press 
the toystick in the direction shown. For example, to sctivste 
the Power Blockers, press Turbo three times. Jump once and 
Pass twice, then press left. You can enter as many codes as 
you like before the Matchup screen hides. 


Big Head Team 2-0-3 Right 




✓ 


Bullet Paasea 
Hide Name 
Huge Ball 
Huge Head 
More Speed 
Power Blockers 
Power Defense 
Thick Fog 
Tiny Team 
Random Plays 
Unlimited TUrbo 


2- 5-0 
1 - 0-2 
0-5-0 
0-4-0 
4-0-4 

3- 1-2 

4- 2-1 
0-4-1 
3-1-0 
1-1-5 

5- 1-4 


Left 

Right 

Down 

Up 

Left 

Left 

Up 

Down 

Right 

Left 

Up 


Ybu'll bs sefs trom diiect fire, 
but net trom explosives. 


Uh, shH thinh lln atuch. Uh, 
guys? Hey, guyst 


r# 
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BKtra Puzzles 

This code is normsily revesied once you compiete the 
Puzzle mode, but we thou^t we'd save you the troubie. 
Press A, Upy B, snd Down on the Titic screen to access more 
puzzies. If the code is entered correctly, a small figure will 












sppesr !n the corner of the screen 


lyuiANAPmjfi 
JACKSftWXlJ’' 
KANSAS CITV 


Soms of ths cods sffects srs 
subtls, snd soms sro».veowl 
Whstbup %viththst?l 


Bs resdy to sntsr ths codss 
right sttsr you ssiset your 
tssms. 


It this little gey uhovirs up. 
you're yoldsn 


Ws'rs sure you puzzis fans 
will sstthisup. 


U) NINTENDO^ 
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Baby mode 

1b ectivete Beby mode, enter 
PBYBYMO on the cheet menu. 
So, jnst how young ere they 
going to go for the dreft 
enyway? 


Instant Pass 

We hnew ell the! Ster Treh 
stuff would comn in hendy one 
dey. It you enter LDSTRTRK on 
the Cheet menu, e thrown 
pass will hnmedietely teleport 
to the receiver^ hends. 


Rluiaya Tip Paaa 

If you enter IWYSTPSS on the 
Cheet menu, the delending 
teem will nlways tip the hell 
on pessing ploys. Rnn, Lnke! 
RunI 


llintendo Pouier 
Claaaifiad Information 
P.O. Bom 97033 
Radmond. UJR 
98073-9733 


Binataina 

To reise yonr pleyere' intelli* 
gence to something ebove the 
level of the everege house- 
plent, type in YNSTYNS oe the 
Cheet menu. 


Super Diua 

Enter B6SPR0V on the Cheet 
menu to give your pleyers 
meximum distence on dives 
lt*s hind ol lihe nsing those 
water slide thingies in the 
bechyard, only lietter. 


Biectric Pootbaii 

You cen relive the glory dnys 
of tnbletop electric foothell by 
typing in tLCTRCFB on the 
Oieet menu All thn tnn of the 
old geme, but the Controller 
won't vihrete. 




Tha Leat Gaap 

These are absolutely/ positively the last codes that we know 
of for NFL Quarterback Club '96. The key phrase here is, 
''that we know of.'' Who knows? We'll pr(d>ably receive an 
e-mail tomorrow revealing even more! 

You've probably memorized the spiel already, but here K 
is: all codes are entered on the Cheat menu, and you'll hear 
a tone If a code is entered correctly. Most codes will work 
together, and there's no limit to the number of codes you can 
activate. Now if youll excuse us, we're just gonna mmm- 
bop on outta here... 


Bad Offanae 

If yoe enter LLFFSCK on the 
Cheet menu, your offense wHI, 
well, snch big timn. And how 
much ere these guye getting 
peid? 


Bad Oefanaa 

To moke your defense roll over 
end pley dead, enter LLDFSCK 
on the Cheet menu. Loohs like 
these guys didnl set their 
Wheeties... 


If you have an awesome trick, password or code for our Classified Information 
files, drop us a line at the address at the right For access to even more cool codes 
and tips, check out Nintendo's official web site at www.nintendo.com. 








It stands out like a freak in the fightkig genre. Since when 
has hacking^ff oppohent^^rme white filling freely about 

booby-trapped arenas ever been the norm? 
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Not hr in the future, big business and coq)orate greed will tear 
apart the United States. Midway's gruesome tournament fighter Bio 
Freaks chronicles diis tale of America's second Civil War, an inter¬ 
state struggle in which domination of technology aod the dollar 
have turned state c^nst state. Cloning, gene itianipulatlon and 
bio-engineerIng have become horrific realities, and giant corpora¬ 
tions, or die CI«Corp$, have taken over each stete's. weakened, 
bankrupt government 

From the new technology* arise the "Bio F.R.EA.K.S.,'' Ftylr^ 
Robbtic Enhanced Armored Killing* Synthoids. At fi^t,' 
the humanoiij-war machines are used for such terrorist acts as 

^ NINTENDq PpWB! 
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spying and kidnapping, but a new faction of die withering U.S. 
government intervenes. 

In the hopes of restoring the U.S. into a unified country, die gov 
emmenthas set up the Secret Carnes, a battle royal In which a state 
puts its fate in the hands of its native Bio Freaiu Each Synthoid rep¬ 
resents its home state in a battle against another state's fighter, and 
control of the losing state goes to the surviving fighter's Cl-Corps. 

The story of the F.R.E.A.K.S. t$ not your usual fighting fare. Nor * 
is the game itsdf, which wilt combine the new element of complete 
and free 3-D movement with slice-'em-dice-'em carnage that's 
intended for <Mily mature audiences with strong stomachs. 

A 


f 


BIOFREAKS 

FULL 3~D AERIAL FIOHTIIMa ^ 


While odier tourniment-fi^ting games such as Mace hint * 1 ! the 
j) 0 ( Abilities of 3-D interactive arenas, none of them allows the com* 
picte ft^om of movement that ^io F.k.E^\.ICS^ do«ss. All ei;^ 
filters are cmtfitted with rockets that enabU them to hov^ to the 
arenas cjiling, overhanipn^ ledges or ai^ other area of the battle 
pit No longer will combatintt be lode id into filing from an ^eye* 
to-eye^ position. Instead, fighters can explore the multilevel arenas 
Hi battle Uteir opponenb inm iribove, bdow, beside or anywhere in 
between. Now more than ever, positioning and the element of sur¬ 
prise play key roles in fighting, 



Dodging an loagar cenaista ot a As tony as diair Hover Matare 

aimpti sidaatip. Players can fire areni empty, players esn uea 
up tnair rockats to lly anywhere spacisl aariel attecka to battle 
IQ thi multUevel eranas. ^ -: in midair. - 




Aetd pools surround eonis Booby ^trapped with hazanlii. 

lighting areas, to yeall have to the arenas themselves will 
watch every 3-D stap you take, beeoma threats te your tighter. 


Tutal freedom oi movement will have hi downside, imi. Not mly w>li 
you have to constantly watdt your back, but one misstep or piloting 
errw can land your tighter in an arena's booby trap; Most battle pits 
feature interactive hazards such as fumice:», lava poob, and buzz-saw- 
equipped walls, 10 fighters will have to reckon with their environrrrcnt 
as well as their combatants. Of course, you can also ime the arena trap. 
a^nst your oppon>ints. While your foe will use ^iekb to d ifend 
4q{atnst your barrage ot ftrepower, your biasts can siiH force your vm^ 
fim backward into toxic slime pits, off ledges or into the flattening 
rollers of a mechanical press* .. ^ ^ 



UP 


LIMB LOSS 





arms if* tiwy take enou^ A 
1 ^^. Armed or^ not, fight 
r^ust finish jhe fight, but n 
of an amputoe's upper b 
P^ttacks will bg relegafed 
harml^s shruggii^. 


The F.R.E.A.iLS. have been bio-engi- 
neered to generate a metallic shield 
around themselves when in danger. 

However, the fighters' limited ^ield 
power will maintain the protective 
shells for only a few seconds at a time 
until the Shield Meter refills. The 
combatants will use their shidds often, so you'fl need to deal out 
a constant barrage of attacks in order to hit them during that brief 
period when their shields are recharging. • • - - 


Bio Freaks drips with gore, but it's not there to ju^t gross 
you out. Ever wonder how (he Venus de Milo would fare in 
a fight? With the Umb Loss option, fighters can lose their 

take enou^ dam- 
fighters 
but most 
body 
to 


ARCADE ,ln Arcade Mode, 

you'll take on each 
of the seven other fighters in a three-round 
matchup that will ulfimately lead to a show¬ 
down against the game's two boss characters.' 


SURVIVAL 


In Survival 
Mode, players 
will fight until they lose one fi^t in the>end-. 
less cycle of single-round matchups against 
the sev« other fighters plus Clonus. 


vs. Vs. Mode is the game's two^ilayer mode E^n^if 

a novice goes up against a pro, the players will bfi 
able to haye a fillr fight by manipulating their Life Meters. 
Players can increase their fighter's health to as high as 140% 
or decrease it to as low as 60%. 


TEAM BA TTLE 

players can draft their own teams of fighters to 
battle through a custmiizcd Bio F.R.EAK.S. tour¬ 
nament ladder. 
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A handy list 5 if your fighter's special moves will appear if you 
pause .{he game and highlight "Character Moves«^ But since 
there are well over a dozen moves for each of the eight main 


F.R.E.A.K.S., weVe singled out ten moves per fighter that we 
think will lead you to victory. All moves listed here, as well as the 
ones on the Character Moves screen, apply when your fighter is 
standing to fhe left of an opponent. If you're to the right, simply 
reverse any left or right arrows. 



mm m BYtsiTHOto \m | 

Bullzeye has survived battle after battle without ever losing a 
bionic limb. The trooper's massive firepower wins most of his battles, 
and a constant Grenade attack can possibly win him a perfect victory. 


Hi LowAtteck:v/RP+LP 
Rocket Climk: v/ +FR 
Dive, Roll & Skoot: ^ ^ +FR 
Slide Away & Skoot: ^ ^RP+LP 
Air Chop Gun Attack: * e RK^LK 
LeftGrenode: ^LP 
RigktGronade'^RP 
Shoulder Charge; ^ ^ LP 
Plesme Storm: ^ e RP-^LP 
AERIAL ATTACK 
Aeriel Skull Bomb: ♦LK+LP 


Whtt CO roared, 
imitesk die 
Plesme Storm 
to letp over 
enemies while 
skower ing tkem 
with firepower. 


If eti etemy is 
closing in ot 
you, lay minis 
with to Ak Chop 
GuoAtttekso ^ 
yourfoo will 
walk mto them. 





DELTA 


F.AE.A.K. 

CLA SSiFiCA TIONt 
BYNTHOiO 


Delta fights for the Indiana/Michigan Gl-Corps, but her allegiance ^ 
may actually be with the Resistance. Regardless, her home state needs her 



talents, in particular her speed and aerobafic skills 


The Sword 
Spout's lasers 
sweep serose 
most of the arena, 
making it theideel 
attack agamst 
akbome enemies. 


The Planted 
Pounce is ee easy 
twa-hit combo. . 
Once it knocks 
overyevfof,fbh 
lowupwithe 
Mystic Rumblep 


Born from the ashes of a heated rivalry between Utah and Texas, 
^ibalcnfed Purge is the product of both warring states' technolo¬ 
gy, w^ng flames is Purge's specialty, so mosf enemies can't get near him 


K 00 enemy is 
behind you, spin 
ieto tke Burning 
Ibp to barfcocite 
the Freak in e 
whirling 
firestorm. ^ 


Hams Fillars 
scorck largo 
artos, kut avoid 
using thorn on 
islendsoryou I 
maynotfmdt ^ 
sife landing spat 




MINATEK 

Like the beasts bred for bullfighting, Minatek has boon created 
solely for the Secret Games. However, the bull-Dozer secretly supports 
the Underground, and his close-CfKnbat skills may help him defect there. 




Ifyeuectm 
direct hits wH'i 
three Mouth 
Cannon ‘'irreges 
in a row. youlT 
defeet ai^ regu¬ 
lar Freak. 



Seek and dtstrei 

with the Guided 
Salvo. Rying fear 
cen't escape 
Minetefc^ bat* 
ttry of hemiii 
mtssilee. 


IMprS POWER 
PICKS 

Mouth Cannon BarnigelK*^RP*^LP 
Guided Selvo. ^ LP 
Rocket Selvo: RP+LP+^ 

1ri|d6 Shot Battle Cannon: v/ LK 
Charge'nRem: ^OLP 
Target't Hre* ^ O RK then FR 
Spinning Shockwave.^ ^RK+LK 
Rocket Slida Attack Right ^ ^FR 
Rocket Slide Attack Left: ^ ^ FR 
AERIAL ATTACK 
Aerial Ground Shockwave ^RP+LP 






AfP'S POWER 
PICKS 

Tomedo Vortex: ^ ^LK 
Giifighter: ^ 

Mitt Shochwave: LK'i'RP+IP 
Dive, Slide & Shoot: RK+LK 
Double Wheminv: ^RK+RP 
Running Clothesliee: RP 
Twist Agein:^+LK«KRP 
Spike Greeede: ^ ^FR 
Spinning Top ^ LX 
AERIAL ATTIttK 
Air Triple Grenade: ^ ^ FR 



BIOFREAKS 


GLA SSiFiCA TtON: 


ZIPPERHEAD ^ 

Zipperhcad is a renegade Freak whose def^ive bio-drive alM^ 
him to think freely* After he had lost his arms in a bout with BGHz^e^ 
Zipperhead fled to the Underground to plot his revenge* ^ 


liim your foe iiile 
a sitting duch 
with a Tornado 
Vbrtox trap, than 
throw a single 
Splha Grenada at 
your captiva. 


Foratwo-Ut 
combo thet 
knocks eppo- 
nants oH tliair 
cybamaticfaatr 
•xacatatha Dive. 
Slide and Shoot 









ZoiTO Cut: Kj RP 
Sliding HeeTrail: ^ ^RK+LK 
Big Wheel Slide: •»+RK+LK 
Hemmer Glove: RK+RP+LP 
Shield Throw: e^LP 
Chattering Teeth* ^ eLP 
Hemmer Throw: e e Rp 
Golf Swing* eeLK 
Dyno Bellooes: e e RK 
AERIAL ATTIttK 
Ballooe Mines: ^RP+I^ 


^ PSYCLOWN 


GLAeeiFtGA TtONs 
BYNTHOlO 


Psyclown^ mind constantly runs in overdrive-so much so that he's 
on the verge of irtsanity* His approach to fighting is just as twisted^ and his 
\ outlandidi moves are prime for long-distance battling* 


No matter whara 
they run* enamlaa 
wonibefsrfrom 
nn axplasina 
oncePsyclawn 
raiaesas hia 
Dyno Balloons. 


Iikeapanamgts 
ewiy. extract 
lha Cbatttrmg 
laath that will 
craataanaxpio* 
sivabarrim 
annmd Paydown. 


Tazer Shot* Xj RP 
Teleport* RK4>LK^ 

3 Javelin 'foss: e RP 
Spinaiag Bela Shot: e eRP+LP 
Fleeting Mines: e4>RK+RP 
BllidSlugreeFR 
Short Circiit e e eLP 
AERIAL ATTACK 
AirHomiag Mine: ^RP+LP 
Aerial Electric Sfiam:eRK+LK 
AerialJevelln: e e RP 


GLAS8im:A TiONi 
UAIKAiOWIV 


(2) SABOTAGE 

Sabotage is a soldier of fortune who's fast on the draw and quick 
with die kicks* Aside from Delta, die's the only other fighter who can pull off 
a threebit combo with three tops of a C Button* 


Faresosedypre- 
jaetileMrraga 
wrdi the potan- 
tiil fora throe- 
hit combo, 
launch theS 
Javelin Ibts. . 


TokeapafiMinasat 
adistanct. bachap 
while mptatadly 
ptrfanmng 
MhatagahFloatiDg 
Minas manauvar. 


Freelancer Sabotage serves the SGC, thq organi¬ 
zation that Seeks tP.meke the QvH War more 
"civir by putting the fives trf F*R*EjL*K*S* on the 


line* However, she and her fellow fighters are 
beginning to resent being pawns in the SGC's 
great hope for reunification* 


Gas Bubble ^^LK+LP 
Swamp Attach: ^ ^FR 
Swamp Teleport: ^ vLP 
Stink Attach: LK4>RP+^ 
J.A.W.S.:-»-»RP 
Energy Spmad: ^ ^LK 
Triple Shochwave* RK+LK+LP 
Meal Attach. -^-^RPUP 
Bouiciag Boll: RK 
AERIAL ATTIttK 
Aerial Pahe Bell: RK+LK 


SSAPO 


CLA88IFIGA TIONs 


Hideously toadish in appearance, Ssapo has turned 
princely savior for New Mexico* With his brutish hand-to-hand 
quick medium-range attacks, he has wot independance for his state< 


To hnock down 
an opponent 
fmm a madiuni 
distance* launch 
Ssa^^ gnawing 


Enannaa can 
still fight Imm 
within thaGau 
BabUa. hat their 
shields will ne 
longer waric 
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MINATEK ; PURGE DELTA BULLZEYE 


In Arcade Mode, you'd face the other seven Bio F.R.E.A.K.S. 
in i randomly oi^anized tournament ladder. To climb to the 
next rung, you must be the first fighter to win two fights in a 


given three-round bout. All of the Aghters have their person¬ 
al fighting styles, and here weVe detailing the best offensive 
strategies to use against them. ^ 



Pancake Bullzeye ia his own 
arena traps by statiosiag 
yourselt oa tha ladga ahova 
the staamrollar. When ha 
fallows, sweep kich olf tha 
ledge and inta tha trap. 



Atop tha hettia pits ledges, 
youll ba somewhat protect¬ 
ed from enemy missiles 
fired tram tha eroaa tioar. 
Your projactilas, however, 
should easily connect vnih 
toes helow. 




In Zipperhendis hattia pit, a 
section ol freeway overpass 
juts out from a well ol flow* 
ing lava Whoever cmi domi¬ 
nate this area ol road vAW 
have the fighting advantage. 



Use jump-in/fump-aut tac« 
tics against Zipperhaad. 
Immediately after attacking 
the Retro Synthoid. taka 
flight. Before he can set hio 
sights on you, land, attack, 
thee retreat. 



Delta is an ace flier and one 
ol the fastest FR.LAi(.S. in 
NaO'Amerika. Stay grouad- 
ed while fighting her 
bacause shall autfly and 
outfight you lo the ahy. 



Instead of approachii^ 
Delta, let her coma to you. 
her long-range defeases 
yM keep you at bay, hut it 
she naars you, you can easi¬ 
ly throw her into the lire pit 



Purge's main atlansa is to 
engalt tha bottle pit with 
flames. As soon as ha raises 
his arms to fire, activate your 
shields or use your rockets to 
hover above tha heat 



Gung-ho Purge rarely tights 
defensively. It you stay near 
the edge of tha iriatform. 
Purge will overzealously 
teleport to attack you. and 
you can easily toss him iato 
tha lava. 






Sidestep and move often 
whan battling Ssaoo. II yoo 
coma to a staadstill aaar 
the edge ol the platform, 
hell taleport to you and 
knock you into the rndio- 
active shma. 


Ssapo is a pro at close com¬ 
bat, and ha'll often follow 
his quick two* hit comho 
punches with a sweep kick. 
Profactile sad aerial 
attacks will keep tha toady 
on the defensive. 




Psyclowa fights fraatically Ready your shields il 
in close combat, packing in Psyclown charges you. 
combo after comho. Use Oaca ha^ at pola^blank 
firepower and aerobatics to * range, retaliate with any 
keep your distance I ram the attack that knocks your 

circus davimls over-tha-big- oppoaant to the ground, 
top attacks. then distance yourselt. 



Land on one of tha hattle 
pit's high, narrow ledges. . 
Since Minatek usually stays 
on the main floor, you can 
launch your long-distance 
attacks from shove. 


m 09 


=jOO 


Minatek has stroi^ arms 
and legs, making him a for- 
midahle foe at dasa range. 
Escape hm clutches by fly¬ 
ing then quickly enabling 
your shields ta avoid his 
guided missiles. 




% 



NINTENDO power' 



Use you firepower to blast 
Sahotaga out at point-blank 
raage. Since shab a pro at 
hand-to-hand combat, youll 
wont to keap her a few 
steps away from you. 



Sabotage prefers close 
cambet hut her areao ia, 
targe enough that you can 
avoid it. Knock her into tha 
sunken area to mahe her an 
easy target for your long- 
distanca attacks. 


















BIOFREAKS 




After defeating your seven competitors, your Bio Freak will 
fece two of the Secret Games' most mysterious and powerful 
warriors* Both Clonus and Mutilator boost an excess of 


cybernetic enhancements and technological trickery, making 
their weaponry more destructive and armor more resistant 
than any fighter you've battled fi>us fer* . . • - • - . 


nl 





If Mutlletorh nocks you In 
the water, immodiotelyfh 
oot to escape the iHranhs 
Aa eeriel attack is the m 


CLOlUUfS becomes the shadowy 

uakaowa# mirror ime^e of whomevw it's 

fighting* It knows your every move but it ie a stronger version of your fighter. You'll fece 
off with your spitting image once you've defeated your seven opponents in Arcade Mode. 


Clonus loohs like your 
fighter end esesyoar 
moves, but yoar 
spacial ettachs wonTt 
cause as mech 
damage as the dop* 
pelaenger's version 
ottftem. 


Cyclone-fast Clonos 
IS qaick with the 
ottechs, mohing it 
toogh to get e move in 
edgewise. Stay on the 
move end ese combo 
moves end knock- 
dowa ottechs* 


MUTIL^ TOD ^s'^icATicwv, mammoth 

mWmmm m m oozer Mutilator overshadows all 

other Bio F*R.E*A*K*S. The monstrous dozer is roughly four tinm the size of the average fighter, and 
the damage she deals is just as massive* While your Synthoid will stand at Mutilator's knee level, 
your attadcs will fere better if you focue them on her upper body. 


Fight from one of the 
mlends, but relocate to 
another as soon as 
Mutilotor epproeches, or 
her seismic stomping may 
kooch yoe overboard* 


morb war 


Even after yociVe defeated Mutilator, Civil Wir will wage on. lio F*li.E.<A.K*S., 
with its ftill 3-D movmient, makes for very rephyable tourney fitting. Moreover, 
the game contains hidden characters, a first^pefson perspective to alter your strate¬ 
gies and approach, and extra moves such as taunts. There's a war out there, and oio 
F.R.EA.K.S. strives to make it worth fighting 


For a firseporson perspective, 
■usb the Control Pnieway 
Frem youropponunt wtiilo 
presshg the Start Buttoa 


Neo* Amenka is a country full 
of F.R.E.AK.Sm and at laest 
two hidden Synthaid Chirac- 
tars kirk inside the game 


To perform yoot fightarY antar* 
teining, but usalass, taunt, 

E ress tba left C and right C 
attons atthi sama time. 


•• - 
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Featuring almost perfect- The pitchers liave the 
ly modeled stadiums, same pitches as their on- 
thou'ands of animation field counteip-irts. Hitten 
frames and a ^'raphlcs have hot and cold hitting 
en^ne that runs as jones. rind the play 
smoothly as a Rolls option:) include every- 
Royce, All-Star baseball thing from Fantasy Draft 
''^9 hits for flie eyde in to a Horn r Run Derby, 
video game paphici, .ut So how doe* this All-Star 
thit's just for show stack up to CrHfiy? 
All-Star Baseball Let's play ball and 

also play i like ^ find out. 


ijmi 8 


The sapeHvaliatic iraphic* cu be 

hani t» tall from tha r*«l thiiia, 

V«u tiavo multipla camtra aptiaas. 


Frjm iranlatanJ li|htjii| tt datiilai 
finHorn a. itadiimt ani avail araaa 
All^tar Govars all thi bases. 
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XU^ARBASEBAU 


When tndes 'ind minot 
lea^vent just won^ fill 
hole in your lineup 
ihKt need to take drasth 
action and create nn all- 
ftor'with -the Xieale4 
't'lay^'r o|rtion. 


siiifTiii up your future h-nli-of'farner it as nay at iiickini hit 
tee, hair c ^hr, name an t hmetown. Yeu i .«o let te ck-'ose tram 
iO bi| league batting itaneet 


CR&AJEfA^PLm 


up ^^u:td 

i^*vei«oui aftilbii^ d^' 
vdut'mve-fiitfEi^ etpltc’h' 
M )m» ‘hdK ^ liniit^ 
'am**yi»t -pf ibient' that 
l^uipdSi jb 


i^K^if«aehiltirtMveJ4 aasle skin MKotriM, like pdMWi 
anil ttam(te.’f itchert afso have e IlmitM ifcoiint eftg^iiMal 
'spraadbalween the aiqht types of pitches. 


The default laieupt m 
All-Star arc close te 
^reaf'N linaapt. 
But you'll fDidtemt 
'^Ufarencee. AltOrH- 
you dan% aara about 
simiiiatiBg raalitKybu 
ean.oftea iieproA , 
upon it V making your 


If m vT a A 

^eabh htwr 'to ISlHIL I 1 i S 

the'besrp^yeRiandHow Id- |S31« 1 1 

makv 4«kof th'frt A»‘Sta' ISkS* TH S ? 

y— I 

with actual roster* ihS IlneiipS, 
but that doesn^ Mean Joait youlpw^ 4 * 
widi th«n. In fact, by the time you heud<^is a'rlidi - 
IP ny players will Hve-«Miiad4fi> Before you trade 
for 'giL'yer or pa '4 up a-flW'-tent, uiethe ScoutiA £ 
option to aee if he fills all your needs. There tre no 
nhry nap ■aatrirfini ay-a» buHd '.-mintenifet Whl' 
shrewd tradesk 
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EXHIBITION 

The Exhibition mode may not havfc a pennant at 
stake, but it's %till a big league experience.' One, 
two, three or four players can join in, using the 
defoult lineups or lineups that have been altered 
and Saved inia Controller Pak. With four'playeiS 
participating, two of them should be prepared to 
be bored most the time. — 


Tha'sihibitlea moila lata you idmie ttie tosms and the 
etadlSm, as well. Vbu cib stage hninsaiblB matchupa 4 
RlN't^ viiikaH vs. tl^Soi%iraBt VVriglaii&li.~ 

IsJASOH 

BpMtell a of ^i^ance in. roeny 
yespeicte, and if yoii choose fo)]lay«a'foU.t 62 - 
eeaMfo '>^^||..kn<wv why. Voii can.' st^ 
shorter cm^aigns tf iS-AmS-Nt^ ■K-A^aO' 


t^ious [dbnnfnt (actf op vmir wayb Ihe fWbrIy 
’^rieft, you skip the entire season and he'id 
straight to tlfo New Playoffs mode. Her«..yQu.CV. 
fte^in at 'the Division Series level, die 
Xh'*mjionship Series or byfSgss it all and just play 
the Worltl Se'ri^TOW t e rie s can bc.saved on a 
Controller Pak, and up to four players can join in 
the historical event You can pick the two cham¬ 
pions or let the cpu do it for vou 


fhfsu wki tie OMsIsbumI 
ChaniiiiofisliiB sarias, you'll and 
Sattliag for dia vihrM Sartes 


WNTENDO t>OWEft 
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S. CINSECQ 
B. AlUZ M. 

1 SPIAAUE 
•.FLETAIEI 
9 . ADIUIEZ 


This option is ^jat for 9 chani^e of pace or as a I* " * r>4k i ^ 
challense mod> for two player*. The Cr*U picb I 

twoteams'itr'indom.Thatme'oisthatyouhiveto ■ 

play with what's givm If you ..*111 up with the lil 
Cxpos or Devil Rays, for Instance, you may have 
vour work cut out for jyoi' K ''ou're fodng thr 

Brav.'S or Oriole i. You'll also have the handicap of Since ypa nay net kaaw whet ■■ 

__'c-ndo.testhisacciifacyinthsfii 


fewinnin|s 


WhdWclti' ar tt e ifiji n i iiilhi AL 

■tte1fttftdifoffo%iritharNL, fecSlrdt fnd^afvsai^ 

joiiilW 

^Wldi^ihaitfort. ^ur advire olo^oAse Orj^e>, 
TSfoGWif'', 0 .l.*'i‘rv.W~'tker. It^ligdieVis hiUtt 
Coo^Fietdk _ 


HOME JtUN DERBY 


\^ften closing ttadj^n. ybd atso have thv 

%Kba'tc' JiAlA a jQyJiv Jutiuiwi^o ^'cG.aii 
auIbmatlC TameromoVCi 'Through *th'e stidtuiii, 
giying^^il a drapi^tjl^ yiew. A^oi^h won't 
Hrip ,y«ni^s<o|^ iJt^.Tuns, ti .se;o^to/^>;hew 

die^ dii'm miSd^s. 4 tft 


Flu cilt chtek lu t Biy 
stidlum Irom an ani* 
matai, ff'^at^ cain- 
afft Thiata jHal flaak. 
kiit itk pratty caaL 


^Wean aatc^tiana aaeh aa whafhtt 
th^ fama takaa placa at night if day 
and whtthar or not tka wind la Uavm. 
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^iM'Yjs:arcade 

The great debate between sim and 
arcade isn't a debate at aJI in All-Star 
Baseball, because Acdaim has includ¬ 
ed both options. The stni'^ame uses Al 
tiiat mimics a real game, while the 
M ‘xde mode is bster. 


The arcerfe Al 
■News CPU plav- 
ere te get mere 

hite en ftwer 
pilches. The 
upebot ie that 
gemesmove 
quickly end hevt 
hi|^ scorse. 


SEASOHlSCJldDJIlE 


eiAYEK SELECT 


fk Isats iip. , 

'^tarrtcee^LwTSney.'Evdi:^ , , 
s| <|*jypr blip'stats Aim: the * 
ij W lepSoh.^ wVU >1^ 

.'Uptime Mis* ^The •g:*nie 

The ststfcTi fr r rt tlei ilrthsl nfulegers whe wainTtfilpnttd^ fllso-^IVtesWA (gr Cuft-jrt 
their teems. Reel 1991 schedules add even r^sre of a sense of 
rrality te th" season mod''. 


seasons 


^^fhting and. 
-shedsws OR thi > 
field change for 
^ey, twilight and 
■ni^iemes.The 
icoiihaet-ifrber' 
/ertt night* 
ihakini hittiii|l 
Ml etsier * . > 


xa«e.i)ptions-5; 


The time of day or night isn't going to 
^change m^idi iv AU-SMrTMidept the 
^ ut iHe' ^iifrrent 'nVeatfie^ 
^onditiiriptcaif impactj^gami 
litulaflv if K i|fvind * ^ _ 
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:L\2SliUlo^ 

Our NP Power rankings ere the 
definitive analysis of overall ML 
team strength in this game 


CHICAGO 


KANSAS CtTV 


SAN FRANCISCO 


COLOPUDO 


-jTTTmT 


-J’TnTTTmfMC^ -JTHimirr^ 


CHICAGO 


I jPHILAOEL PHl* 

n MONTREAL 


AU4»U} B/^EBALL 


I f <OurTng season play, thi b'st way to upgrade 
I any team is throagh imprav'iments to your wk* 
t ter. A pitching Staff with several aces will go a 
I 'ong way toward winidnj th'd pennants Alsi, 
J Replace so-so h|t 
ij ters with playefs 
j{ who hid 

-veaf'In'SlMdayar ' 

! ! attributes arc bass i 

L™i on last year's statse ^ 


sp bitttiMrithM|h HtllM. 


Amptr Hbuihi' 'Hf 
•tont|nder 

fantasy draft Th«5 

^fius^«ohiihee« 9u 
^ player who should 
. fojn the fh^RnMnd 
list Oft 


Aider nusied' *Adfcs 




i?£ase: 


fecMe eaLairsfr ehoice 


io how Aihs Ail-Star iuehali '99 agalmt’MLI Featur'dg Ken 

tSrWey )r.? Too dose fo calMhcy're berth winners. Ail-Sbr may be a bit 
mor. ni«iisHc, while Criffi^ may be a little eauer to phy. We recom- 
mad renting eadi game- ttwn huvir«> th *- 1 ii vnu can't live widiout. 
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The brui^ scavenger huhl 
coniinues ihis monih 


poke araund ihe 


dead-end alleus in 


mil 


Forsaken 64 galaxy. You’ 


also see ihe newly released 
facis and siraiegles for ihe 


Batlle mode- 


twemy-four grueling 
of deadly arena combati 


WARNTNGi CARNAGE AHEAD 


The lonely road of the Forsakm is strewn 
with the wreckage of wishers and 
wannabes. Any hardened warrior knows 
that the key to living to see another day isn't 
fuel and fircpower-nt's a high-octane mix¬ 
ture of courage and common sense. So hop 
on your pioncycle and ride where only the 
best have soared. Discover the perils await¬ 
ing Battle jUode contestants and the secrets 
to staying alive in the toughest spots in 
Forsaken's Single-Player missions. 


o > NINTENDO POWER 


















Itrilnt end proudest vesnein m the oerth^ space 
isfiow e bureed'outhulh. fleetinj^in the nhedown of 
ns pnly^ine wey off the ship's bndge-^don't let your 
|4ri or y«|4f eiri up goifif down with tbe ship. 


iL rEMPia 


II 'fempie Antieo is e bewiidering. encieiH mess deep heneeth tba 
scorcfied sends of the former miiMe Eeet^ These ruins ere ideal for 
piotting ambtshes in Muitipieyer. but Battie Modeh navvy, CPU'cen* 
troiied bounty hunters hnow eli the dir^ trichn end best pieces to hide. 


lAIRE 




Radiation poisoning is the least of your worries inside leireh abandoned 
nucieer power plant. Vbur enemies wili hide behind eioehing devicen 
ceiied steeith menties. Vbar best chences for spotting them in to wait in 
iiiammatad ereen where you cen see thepn eommg. 


METFT 


MetropeHtone is e deserted nuhwey netwerh heneeth the meited metei 
slag end broken concrete of the eity formeriy hnown as New Vbrh. 
Hoimng rnissiles are the best weapons to launch down and eround itn 
eunriitg eorridors FM soine before you find yourseif dereilecL 


The Bio* Dome is e eomplieeteCflibef narrow eerridore and opmi ere 
sen. Your rivain wiii often seek refuge in the nhedovirs. oot engaging 
you until they heve fuily powered* up weeponn. The eesient way to 
wbi haro is to locale enu destroy yoor opponents immediately . 


Popceeotepetih battie arena is e gatactic hot spot—a eombat complex 
ereeted soieiy for enterteining the pleneth populetioa Make nure ^r 
show getn the top viewer ratings by steering deer of the leva pooln 
while beeping the rent of the competitina centered m your sights. 


r 

BATTLE MODE REVEALED 


Forsaken's Battle Mode plays like Multiplayer, except your 
rivals will be controlled by the computer and you'll see a 
full screen view-none of that split-screen stuff. It's fhe per¬ 
fect thing fbr sharpening your aim and mastering your 

LA. NAVE ' 


ambunh techniques before your friends drop in. This mode 
has three difficulty leveln*. bronze, nilver and gold. The 
bounty huntm waiting to challenge you become more dif¬ 
ficult as you complete fhe eight missions for each medal. 

BIO-DOMfir / 


sen. 


There ere no wide-opee npeees innide the Porinien Sewer system. 
You're forced to eagege the enemy in elose quarters. Iteep en e^ oe 
Ihe exits et ell times in eese e trigger-happy, suicidal maniac trias to 
clean everyone's pipes with e titenic hlent from e Titen Minsile. 


The strongest and the best Ukern ride into Pendore. the final battle 
arene in ell three medal roundn. The enemy will ase hit-end* run teeticn, 
tehmg tarns et wnenng you down. Concentrete on tohing out one rider 
et e time, even if you have to chose them through e firef^ht 








FAILURE IS NOT AN OPTION 


Here youll find tips for getting through the toughest spote in Sin^e^Playerr 
While kll of these areas are difficult, we've ranked them with Shidd-icafis.. 
One Shield fhdgidn't be impossible, but four Shields is abnost alwaysfotal. 


RAMOAN 


RairilKm is heavily aimed with power-up lasers and you^re hammered by a So 
Scatter Missiles. It^s possible to defeat him^ but youll to locate and activate m 
spend most of your time recovering weapons each lime this nasty mess and ot ^to 

. TOUGHER THAN TITANS 


r Missile. The best strategy is > / X 
ptcon^Mat wdl get you out 4>f ///y 
ierstoges. ' /• 


ACTIVATE THE BEACON 


Vbull lind e pulsdtiig bl^e r 
room dwn inside the lava ^ 
tebes. Riock out the overheed 
guAS befife you seerch lor the 
beucoa The beecen will euto* 
matlcolly activate when you 
pick it up. 


WAIT IT OUT 


Most enemies can't handle e single Utan 
but Remoenis shields cendellect thme. 
Your survival depends on lindng end 
uctivuting the mscue beacon. 


Once you activate the beacon, you'll be 
sixty seconds ewey from victory. Stay out 
ol sight $0 Remoen cen't linish you off. 


The Batticbase mission is a rccon to locate die <md tanks are easy to take out, but the flying ^ 
Power Crystal, the power source of the mcchanoids will hone in on your beacon the m 
Babalas complex. The base's automated guns moment you activate it. 


UNLOCK THE POWER CHAMBER OOOR 


ACTIVATE THE 




The door leading to the Power Crystal 
will open el ter you destroy the tanks 
end guns. Altemete between shooting 
ond decking entil the enemy forces ere 
completely eliimaotad. 


This mission hes been easy until nawi nit 
moment yoa activete thu beecon, t swana at 
flying robots will track you down md try to 
VM destroy you. Collect ell ol tho powi>HMlleni 
. w in the Power Chmnber end thu rat#I the 
U base before yoe teuch the beecon Retreitt ta«v 
I \ the base entrance to wait for pickup. 


NINTENDO POWER 










KNOWLEDGE BASE 


The difference between success and failure is measured in need to ffnd a bomb, activate h next to the defense shield 
seconds in this mission. Your objective is to locate and monitor, and get back to the beam*ink|loint before the 
destroy the defensive shield protecting Babalas. You'll explosion sets off a ebaih reaction. 


□ □MB HUNt 


You'll lind die bomb close to where you start your mission After you detroy the 
two tanks. I ly across the hole inthelloorandtukaalattat the aid ol tha h8lway.H 
you've already d^troyed the Hying mechanoids at tha start, you'll lind au unguarded 
room I Iliad with power^ps and tha bomb you'll need to complata your task. 

^RESTART FRBIVI POINT ACTIVATED 


Evea 11 you don't have tha Titan, you can aasUy delaot 
Exogenon by shooting at him while standing outsida tha 
open door to his lair. His Suss-guns doni have the ranga 
to hit you. 


THE GETAWAY 


II you drop down tha hole, you'll see a 
message that the Restart Point is 
ruactivutud. ^u're oa tha right 
path-thedoor to Exoganon^ lair 
is at tha bottom. 


THE HIDDEN DDDR SWITCH 


The room aaxt to Exogenoah lair is lillad 
with computers. II you I ly aaxt to these 
oversized maialrames. the bomb vAll 
automatically deploy. Ratraat up the tun* 
nel to tha starting point before tha place 
explodes. 


Remember thelltaa Missile you saw at the starting point? You can reach it by 
activabng dia switch hidden in the alcova inside the room with six square holee 
in dia lloor Now you cau obliterate Titan with onesoueeza Irom wur trigger. 







The andent Toldiock Reactor is approaching meltdown, bilizer crystal one at a 
and’ the only %vay to stop it h to |dace five stabilizer mafic doors won't opei 
crystals In tfie atomic core. You'll need f o carry each sta- guards in tfic complex. 

, tRYSTAL 


CRYSTAL FOUR 


Tha door to tha firat crystal naar the top ofthe reocttr wi 
minuta you claar aut the gaard&in t be c^ar of thenaef* 
doors at tha top of tha complM \dhea you sea a liiMsaaa i 
unlocking. _ ' / / / ‘ 


You'll find tha fourth crystal bahind a 
l^rga hexagoaal dobr ana floor above tha 
taactor level. Taka oat tha bounty huntar 
raantlnfttha hallway to claim your prtzp. 

cws^alN=ive 


Tha portal laading to the sacond crystal 
opeas whan you drop tha first cryatal 
into tha raactor. Look far aswitch that 
ralaasas tha cryatal inaida Ihdhadioac- 
tive chambar. 


Tha fifth cryatal is bahiad a tiny 
door in tha roof of tha complex, 
you won't aacountar any aaamiaa 
as you rida to tha crystal, hut 
thara will be planty of mach- 
anizad monstars waiting to 
Bisbush you as you make tha final 
trip hack down to tha reactor, 


CRYSTAL THREE 


BIG TROUBLE IN H 


Aftar dropping off tha 
sacond, crystal, you'll find 
an unlocked door at tha 
tap of tha raactor com- 
plax. Tha third crystal is ia 
tha middla of a winding, 
radioactive hallway. Usa 
your turbo* boost ta save 
wear and taar on your 
shields and armor, but 
slam on tha breaks whaa 
you saa tha crystal. 


If you're lookiag for a challanga. doa1 dalivar tha fifth crystal to th« 
reactor. Fight your way through to tha aacond floor above tha react 
and look around for tha final door Inside youTI find a watar-fill^ m. 
and a massive robot. If you've sSved your Titan, this ia tha place ta | 
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TIMER ONE 


TIMER FOUR 




SATETTCiHP TIHEt 


THE NERVIS CENTER 


Mfill 


POWER DOWN 


Your mission here is to pass through four timed ^tes 
to reach the enemy's central communications center. 
Each time you open a gate, more memies will start 


looking for you. the trick is to open the gate, eliminate 
the new enemies, then open the timed gate a second 
time to advaiKC through the cmi^lex. 


Shoot tho timer to opee die gete beck at 
the stertieg poiet, destroy the new ene-' 
mies lookieg for you, thee shoot the timer 
egeie eed edveece ieto the next eree. 


TIMER TWO 


you'll have to fly ell die way from I 
this timer to the heavy steel gete , 
oe the other side of the level. 
Coeserve your weepoels eeergy 
for the enemies waitieg to embush 
you efter you hit the timer. 


TIMER THREE 


Hit the ewitch et the end of the green 
corridor to open the door in the ceiling. If 
you use your turbo, you'll elude the robots 
before they cen get you in their sights. 


The floetieg mines neer the 
last gete ere endless. The 
trick to evoidieg damage is 
to fly ieto the chamber end 
elem into reverse es the 
mieesdetoeete. 


I 

Ybu'll heve to hit the four r ^ 

switches to opee the 

ermored ehell protecting the eerve ceeter^ ceetrel core. As you hit eech 
ewttch« e door will open end robotic eentriee will reeh ieto the chember. 
The eeeiest way to fuush this mission ie to elimieete the flymg robots 
before you terget end destroy the core* 


f 

or 
aze 
ise it. 
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if you can't go to the Electronic Entertainment Expo in person, let Nintendo Power take you there! 
In the following pages, you'll see the hottest hits and hear the biggest video game news 

in our exclusive coverage-even before the doors to E3 open! 








T ne Legend of Zelda-^carina of Time wiu be the biggest 

DRAW AT THIS YEAR'S E3, BUT THERE WILL BE PLENTY OF OTHER 
PROMISWC ADVENTURE AND ROLE-PLAYING GAMES ON DISPLAY 
OR IN DEVELOPMENT. COME EXPLORE THE EXCITING NEW WORLDS 
PLANNED FOR YOUR NINTENDO 64. 


ZELDA 


T here's little doubt that Nintendo's 
The Legend of Zelda-Ocarirta of 
Time will be the hottest stop on tfie E3 
floor, SO the controllers probably 
won't have a chwee to cool off as 
attendees line up to check out the 


game's stunning graphics. > 
Nintendo's legendary EAD 
team used motion capture 
scenes to create seamlessit 
realistic animation, especially 
in battle scenes. Zelda's stun* < 
ning graphics are especially ' •* 
impressive when the game 
switches to a first*person ^ 

per^>ecttve, placing a hook- 
shot or a bow and arrow 
directly in the hands of the 
player. This latest installment In Link's 
Hyrulian adventures is Rumble Pak 
compatible, so gamers will feel the lull 
impact of hand-to-hand combat and 
L use tactile feedback to solve puzzles. 




























MASTERPIECE 


SHIGERU MIYAMOTO MAY BE BEST KNOWN AS TNE CREATOR OE MARIO, BUT NE'S ALSO 
TNE MIND BEHIND NiNTENOD'S HICHLV SUCCESSFUL LECEND OF ZELDA SERIES. RECENTLY, 
Nintendo Power quizzed nim about tne oame everyone consioers to be the most antic* 
IMTED TITLE OF TNE YEAR. 




Q! We've heard that players wiii have to 
coffect gems end find something coffed 
The Oconno of Time, How do these items 
refote to the gome's story? 


A: There is an automatic camera-some¬ 
thing I call the Zelda Camera When you 
hold the Z Button during battle, a red 
target will appear so you can pick your 
opponent. The view remains on the 
targeted enemy throughout the melee, 
even if you move around the room It's 
both dynamic and realistic 

Q: Everything weVe seen so far looks 
expoDsiVe./ust how big is the gome? 
How mony dungeons, towns ond 
spec/o/ oreos ore rn the gome? 

A: As you have seen in the game's early 
development, this world will be huge 
I won't tell you how many dungeons and 
towns are in the game yet, but I'll admit 
that there are six races in Hyrule and 
each one has its own territory 


A: There are three gems in the game 
called Spiritual Stones Both the Spiritual 
Stones and the Ocarina are keys that 
open the door to a secret and sacred 
place. Three of the races in Hyrule 
consider their Spiritual Stone to be a 
holy Item The Ocarina is the royal 
family's most secret treasure Gamers will 
have to collect all three stones and the 
Ocarina to reach the sacred place. 

Qr We sow recent footoge of Link in 
combot. Does the comera hove rts own 
Al during the bottfe or does the ^/oyer 
control it? 


TWELVE TALES: CONKER 


T wolvtf Tales: Conker 64 has come 
on in leaps and bounds since it 
was shown E3 '97. So much con¬ 
tent h-u been added th-it it's hard to 
know where to shut: for histance, 
there arc four different ways to [day 
the game. 

The single-player game presents 
three challenges depending on 
whether you chose to control Conker 
(action-based, with the squirrel 
attacking enemies directly) or Berri 
(strategy-based, nurturing a 
monstn* companion and 
' using if to confront 
P enemies). Players 
, can also take con- 
^ trol of Conker's 
owl companion, 
turning the game into 
'' a shoot-'em-up. 
* * Then there's 

the twin 


player ifory mode-no arguments 
about gets to play this game! 
Two players can team up on a split¬ 
screen display, one controlling 
Conker and the other controlling 
the owl. 

But the long on the cake has to be 
die battie mode for up to four players, 
where different characters get to fight 
it out to the last. 

Add to that the stunning surround 
sound, intelligent enemy behavior 
(with an unprecedented number of 
enemies on screen), and changing 
game time-which affects play in a 


number of ways, like bringing on 
diallenging foes with the onset of 
night—and you've got enou^ fea¬ 
tures to keep you engrossed for a long 
time. The game even features real 
dme character emotions, which are 
evolving all the time to provide 
Conker and friends with a wide range 
of reactions to their environment. 
Watdi out for Twelve Tales-tbere's a 
lot more to H than meets the eyel 
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SILICON VALLEY 


B MC EnteHainment is putting the 
final touches on Space Station 
Silicon Valley, and attendees wth have 
a chance to play it at E3» As the story 
goes, one thousand years ^o Space 
Station Silicon Valley mysteriously 
vanished* The station had been a 
gigantic laboratory for testing 
Nanobots, a volatile robot prototype* 
Now the Nanobots control die space 
station and diey're detennined to 
k get revenge on their creators' 
m descendants. As a player, you 
assume the role of Dan Danger's 
robotic sidekick, EVO, who 
uses a special mobile chip to 
activate and animate defeated 
j robots. Like a parasite, you1l 
^ have to leap from Nanobot to 
Nanobot, taking over and using 
their bodies to solve puzzles and 
restore order in the 30 environmental 
chambers inside the space station. 


QUEST 


T he mystical Ehate Book has been 
stolen from the Montrode 
Monastery, and Celtland needs a hero 
to retrieve the sacred tome before 
the kingdom falls into ruin* Hie carli' 
est versions of THQ's Quest 64 first 
appeared at the Shoshinkai show in 
Japan over two years ago, and 


ft's been in >5 
development .^k ^ 

ever since at ' ^ 

imagineer* -Y' ^ Vwl 

The finished . \ 
production v ^ 

version will 

be available to play at E3. Quest 64 
combines classic, level-building 
elements with a laige, 3-D world pop¬ 
ulated with towns, castles and tall- 
masted sailing ships. There are hun¬ 
dreds of characters In the game, and 
most have valuable clues leading to 
the location of the Eltale Book* 
Gamers who measure the value of an 
KPG by how long they play it won't 
be disappointed* 














SHADOWGATE 


K emco has reassembled the original team that 
designed the highly successful Shadowgate to 
create Shadowgate 64; The Trials of the Four Towers. 
Evil plans arc afoot to resurrect the Warlock 
Lord/ and rt^s up to Halfling Del to explore 
Castle Shadowgate's ruins and thwart the MK' 
scheme. Shadowgate 64 promises challenging > jr 
puzzles. 


BANjO-KAZOOIE 


menacing enemies an< 
deadly traps, while capturing the 
V flavor and spirit of the original 

Kemco 


mega-hit. Kemco promises 
hours of exploration and 
problem-solving game play, 
all from a panoramic, 
lf' 3-D, camera-adjustable 

■I perspective. I 


HYBRID HEAVEN 


EARTHBOUND 6 ^ 

A sk role-playif^ gamers to 
describe their favorite games 
and youll hear about swordplay or 
magic in medieval or fantasy 
settings. Ask EarthBound fans to 
describe their game, and you'll listen 
to strange tales about flying saucers 
insuburbia and pitched battles with 

New Age Retro Hippies and Worthless ^ ^ 

Protoplasms. While still in develo|>- 

ment, Nintendo's EarthBound 64 quirky dtaraclers and weird sHua- 
promises to deliver more of the same tions. The completed areas m the 


quirky dtaraclers and weird situa¬ 
tions. The completed areas m the 
game are deiightfally rendered, 
\ and the interiors of the buildings 
are rich in detail. The shops, 
caves and cabins feature dramat¬ 
ic lighting from glowing candles 
and warm fireplaces. And 
the game's funky, animated 
critters will leave you dazed, 
amazed and amused. 


Below IS a list of adventure and 
role-playing N64 titles expected at 
E3. Other games may be added to 
the show at the last moment. 

BANJO-KAZOOIE 

BOOY HARVEST 

CAESARS PALACE 

EARTHBOUND 64 

HYBRtO HEAVEN 

SUPER MARIO RPC 2 

SHADOWGATE 64 

SPACE STATION SILICON 
VALLEY 

THE LEGEND OF 
ZELOA-OCARtNA OF TIME 

TONIC TROUBLE 

TWELVE TALES: 

CONKER 64 
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•0& RUNNER 


B ig Bang Entenslntnent mey strilns 
gold with iu N64 update of Lode 
Kunner, the classic computer game of 

puzzles and pillaging. The series has 
endured as long as Mario, and like 
Mario, Lode will move to the N64 
and be revamped in 3>D. Players will 
still puzzle over how to extract gcdd 


TUROK 2 

L ast year, Turcdt proved to be a 
mammoth success for the 3>D 
shooting genre. This year Acclaim is 
bringing Turcdc back for another sea¬ 
son of dinosaur hunting in a new 
eight-world adventure that promises 
to be more omirxHis and dangerous 
than before. Enemies will have 
heightened and specialized sets of 
artificial intelligence that will more 
often turn Turok into the hunted than 
the hunter. And if 40-plus varieties 
of enemy weren't unpredictable 
enough, players will be able to play 
out two multiplayer scenarios, so 


they can prey upon 
one another in a 
four-player hunt or 
team up three- 
against-one In a 
game of tag. In a 
sequel that has 
evolved eras beyond 
its predecessor, Turok 
2: Seeds of Evil guarantees 
that dinosaur hunting won't be 
extinct for a long time. 


from multilevel platforms without 
trapping themselves or toiling with 
enemy monls, but gold diggers will 
now find foes and fortune In every 
direction. At loait 20 rotatable areas 
will All nach of die game’s live 
worlds and If you find 
enough gold ms 
be able lu unlock e ^ » Td 
level's hidden vxH. 

' urther fueding the 
gold-feverish action 
III b*ihe addition of 
drills, shuttle craft 
‘**d a veritable gold ' 

mine of other Interac- 
five Items. 






























IMPOSSIBLE 


I iupbosdi Iqr (thi; cloak-and- 
(b^er muvie, Mission: 
impossible vHU submerge 
ptaMA |n iiw covert mis* 
sions sparming iO cosmopoli¬ 
tan levels.' As IMF Agent 
Ethan Hum,- playem will ^ 
sneak throu^ the CIA, clash 
in'london, ai^ infiltrate the L ' 
embassy in Rumia. While the 
bullets fly, Ethi^ will have to watch 
his bade as well as the backs of his 


IMF teammates, who will I 
each prove crucial to a sue- I 
cessfiil mission. While the I ^ 
game will inevitably draw 
comparisons to GoIdenEye 
007, Ml will differ by disfdaying a 
tiiird-person perspective, emphasiz¬ 
ing camaraderie, and enabling play¬ 
ers to jump over obstacles. And with 
the added bonus of being able to 
disguise diaracters with the IMF's 
trademark masks, could anyone 
disavow Ml? Impossible. 





BUCK BUMBLF 


T hough Argonaut Software devel¬ 
oped the original Star Fox, its 
high-flying shoot-'em-up for Ubi Soft 
will star bu^ insttad of woodland 
■ rcatures. In Buck Bumble, players 
will pitot Buck, a bionic bee who 
fly through 22 misnons to exter¬ 
minate the mutant swarm that has 
infested his world. Armed with light¬ 
ning bolts and ten other weapons. 
Buck will buzz through gardens and 
woods until he reaches the insectoids' 


alien hive; As bi Star Fox 64^ All- 
Range Mode, hotshot ffien will have 
complete freedom of movement But 
what may really make flris gamt soar 
is its ^lit-screen, two-fdayer mode 
that may incorporate racing, ebool- 
outs or even aerial soccer. 


mitNDO POW&* 












HIX 


The Man of Steel, a man of 
shadows, some freaks of nature, 
and other heroes will keep your 
adrenaline pumping in new 3-D 
shooters, fighters, and quests. 

* BIOFREAKS 

It BUCK BUMBLE 

★ CHOPPER ATTACK 

★ OEA(M.Y ARTS 

* EARTHWORM JIM 3-0 

* FLYING ORACONS 

★ FORSAKEN 64 

f LOOE RUNNER 64 


★ MISSION: IMPOSSIBLE 

★ NIGHTMARE CREATURES 

★ ROBOTECH 

★ SHAOOW MAN 

★ SPACE CIRCUS 

★ SUPERMAN 

★ SURVIVOR 

★ TUROK 2 


SURVIVOR 


rom Konami comes Survivor, a dark and brooding 
thriller about an alien race that has engineered 
a self-contained universe aboard its 
massive spaceship. The aliens have 
genetically enhanced the ship^s ^ 
inhabitants, including a 
human couple. When 
A I crashes 

KfijL into the sea, the male attempts to escape, but 

1 not without his partner. Combing the space 
^ station's four ecosystems, he'll fend off his 

captors and other enhanced creatures to 
L V iBnll reach the woman in the hopes that both 

V r can escape the sinking ship...and survive. 


SUPERMAN 


SHADOW MAN ; 


BIOFREAKS 


SPACE CIRCUS 


T hanks to Infogrames, the circus 
will be coming to town^ and It'll 
be bringing 50,000 polygons to your 
TV screen all at once* Space Circus, 
developed for Ocean, touts a unique 
engine that will allow the screwball 
game to stuff a universe of freaks 
under its big top» The star of the show 
IS Starshort, a juggler in 
the intergalactic cirojs 
who'll venture through 
3*D environments to j ^ 

meet over 300 strange 1 
and cartoony characters* ^ 

While juggling puzzling 
tasks and challenges, 
players who explore the , IP^J 
seven Uzarre worlds will i * 

Ond that the game play 

bn't simply non*linear- ^ v 

it^s downri^t twisted. V 
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A n areaoy crowdeo lineup of sports games is about to 

Expimo EVEN MORE, RANGING FROM THE GRAND TRADITIONS OF 
GOLWO THE E^REMES OF SNOWBOAROING. MOTION CAPTURE 
AND HIGH R»LUTI01>^B|PHICS ARE QUICKLY KECOMING THE NORM IN 
THIS CATEGC^b ARCAOE'STYLE GAMES A SIM-LIKE LOOK 

ANO FEEL. Bli^k MATTER W^T KINO OF SPORTS YOU HUNGER FOR, THE 
N64 WlLjL FE^noUR NEED. ^ 


WAIALAE COUNTRY CLUB: 

TRUE GOLF CLAS 


L ongtime fins will remember the 
popular True Golf Classke series 
for the Super NES, and with golf 
being the latest cool thing (thanks. 
Tiger!), it's the perfect time to head 


back to the linls. And what X 
could be cooler than golf? 

Golf in paradise, that's what! 

In Waiaiae Country Club, 
spectacular views of the 
Hawaiian coastline will be 
combined with the terrific 
challenges of an 18>hole, 
pro-tour OHirse. Rookies will 
be able to take up to a 36- 
shot handicap, and tour vet¬ 
erans will hara the option of 
longer tees. A complete 
selection of dubs and other 
options will make even the average 
duffer feel like a touring pro. 


rd Shot-SAv 
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NINTENDO POWER 















★ KOBE BRYANT IN NBA 
COURTSlOE 

★ NBA JAM '99 

★ NFL BLITZ 

★ NFL QB CLUB '99 

★ MLB FEATURING KEN 
GRIFFEY JR. 

★ MAOOEN NFL '99 

★ MIKE PIAZZA'S 
STRIKEZONE 

★ MILO'S BOWL-O-RAMA 

★ WAIALAE COUNTRY CLUB 
TRUE GOLF CLASSICS 

★ WORLO CUP '9B 

★ WWF: WAR ZONE 


NFL QB CLUB '99 


ALL-STAR BASEBALL '99 


WORLD CUP '98 


I n a brilliant end run play, EA SporU 
just announced Madden ^9 for a 
surprise summer or Ml nleasel EA 
Sports b determined fo HOttabibh its 
Madden series as the ^Nideo foot¬ 
ball franchise. Not onl) has H tack¬ 
led the NFL license* EAls creating all- 
new, hi-res graphics for the game. Hi¬ 
res graphics, real NFl teams and the 
legendary Madden play selection and 
game controlt Sounds like a touch¬ 
down, baby! 


VOLUME fM 


MADDEig NFL 




NBA JAM '99 

N BA JAM has always been strictly arcadcHsfyle, with mile-high 
dunks and flaming basketballs...unfil now. According to our 
sources at Acdaim, NBA jam '99 will have both a 2-on-2 arcside 
mode plus a 5-on-5 sim mode! Development is already underway 
at Iguana West, and word has 
it that Stephen Marbury of 
the Minnesota Timberwolves 
spent several days there 
for motion capture. 


HIT LIST 


* lOBa SNOWBOAROINC 


iir ALL-STAR BASEBALL '99 


ir INTERNATIONAL 
SUPERSTAR SOCCER '9B 


Whether you like your sports sedate 
or sensational, classic or extreme, 
there's a full roster of terrific titles 
coming your way this year Don't be 
caught or) the sidelines! 
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ACINC : ^MES I THE RAGE 


ANO IT LOOKS AS IF THE 
TRENO. KEEPS PIC* >G UP SPEED. THE N64 HAS TURNEO OUT 
I mTO BE JTHE PERFEC* *tATFORM FOR INCREDIRLE SPEEO 
COMRINED WiVH REALISTIC r^APHICS. THE RESULTING 
INTENSE EXPERMCE TAKES THE CHECKEREO FLAG IN THE 
RACE RETWEEN UU>EO CAIME SYSTEMS. ^ 


N intendo's premier'sd-fi racing 
game will zoom onto the N64 
scene in just a few montiis. Hie same 
elemenfe that made the original 
F>Zero a huge favorite have been 
packed into this high>t*ch, 96* 
megabit, 64-bit sequel by ^igeru 
Miyamoto. You'll find zipper arrows, 


super boosts and a wide vs^L' ':>l 
track types and surfece^ just like in 
the original F-Zero. But this ■nf_d! 
blisters along at a rate of 60 
per second, and the trada include 
wild, roller-coaster elements like 
loops, jumps and rolls that can make 
your head spin. And best of alt, it 
includes multiplayer racing for up to 
four players-a feature that die ori^ 
nal F-Zero lacked. 


£ FIELD 


lit 
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Our highlighted games aren't the 
only titles to be headed down the 
pike Cruis'n World promises more 
variety and replay than last year's hit 
Cruis'n USA, and Extreme-G 2 
features great new graphics for this 
fall's sequel. LEGO Racer and Looney 
Tunes Racing, due in '99, are gearing 
up for frantic fun Ladies and gentle* 
men, start your engines. 


CRUIS'N WORLO 
EXTREME'C 2 
F'ZERO X 
LEGO RACER 
LOONEY TUNES RACING 
TOP GEAR OVERORIVE 
OFFROAO CHALLENGE 
WIPEOUT 64 
WORLO GRANO PRIX 


EXTREME-C 2 


GRAND PRIX 


TOP GEAR OVERDRIVE 

4 

• ___ _ _ _ _ 4 

K emco^s newest N64 racer may be a ~ ~ ^ 

just 30% complete^ but it already 
has a lot going for it PUym will have 
interactive elements like zippers and 
nitro to help boost them along. They'll 
also be able to hit objects such as oil 

drums, leaving dangerous slicks vf I 

acrcKs the road. Tracks will cover a [ 

wide variety of topography, including ^ lx 4^ j 

Ae Grand Canyon, and drivers will 

have to keep their eyes peeled for hidden routes. They should also look 


hidden routes. They should also look 
for loose cash, since tiieyll be 
able to upgrade their vehicles 
or even buy new cars between 
races. The vehicles will be 
based on femiiliar favorites like 
the new VW Beetle and the 
^ rand Cherokee, If Kemco's 
track record is anything to go 
P by. Top Gear Overdrive should 

m be another smadi hit. 


WIPEOUT 64 

T his 64*bit version of Wipeout from Psygnosis piles on the new 
features, such as four-playcr races and tournaments, new 
weapons systems, and entirely reprogrammed code that makes use 
of the N64's unique capabilities. The team at Psygnosis says that 
Wipeout 64 will be faster than any of the Playstation games^' 
Wipeout 64, which will be released by the end of 

the year, also boasts six circuits, six 

futuristic anti* 
grav vehicles, an 
all new pit stop 
feature and many 
items for upgrad* 
ing your vehicle. 
And like the previ* 
ous Wipeouts, it 
looks very cool. 























W tlH Came Boy Color, PokImon, Pocket Pikachu 

4iH> MORE SLATEO'EOR RELEASE OVER THE NEXT FEW 

m^ths, 1998 IS quickly becoming the Year of 
THE Power ^RTA^ES. More ever before, you'll be 

ABLE TO HAVWOUR ANO TAKET^I IWTH YOU! 


P ok£moR will be unleaihed soon, 
but the buzz surrounding this 
game and ifa monstroue cast of char* 
acters is already building to a fever 
pitdt. WhatKcast it will be, toift: 150 
- nsfei* in differed eateries. 
Each cat^ory will be based on a)pe- 
cific chanctas^stic or element %(e 
wateb ^re, riecUicity, plant Hfe-aod 
so on. Even so^ you'll be able to ca^ 

tomize yottr PokEn» 
by training them 


may end up witii very 
different skills and abil- 
fties by the time they ^ 
evolve into their most pow¬ 
erful forms. Youll have' 
find diem before you can^ 
train fliem, of course, but 
catching them 
will be half ^ . 

the fun! ' 


fire-bathing 

Charn^ders 




£o<' 









































































will rc(^ter the nwvcnierit and count 
up enei^ points on a built-in meter. 
You'll be aUe to give these energy 
points to nkadui as a gKt, to help it 
stay healtfiy and to build up its 
friendship mth you. 


hile you'll have to search hard 
for some Pokdmon, Pikachu 
will be hiding in plain sight. The mon¬ 
ster wHh tfie spariding personality 
will be nuddng the leap to its own 
handheld game this &II. Not a Came 
Roy game, Pok^mon Pikachu will be 
its own mini-game tftat will 
allow you >4ik care for 
Pikachu as a virtual pet. 


Kkachu will be much more "active' 
than past cyber companion^ and 
you'll be able to watch It perform 
many different tasks as you direct it 
through its daily routine. In turn, 
Pikachu will encourage you to be 
active as well. The Pok4mon Pikachu 

unit will be sensitive to 
certain kinds of 
movement, liki 
walking. In fact, if 
you look at the 
LCD screen while 
you're walking, 
you'll sec Pikachu 
walking right 
I along with you! 
I As you exercise, 
Pok4mon nkachu 


GAME BOY 
COLOR 


C ame Boy Color is now several steps closer to becom- 
ing a reality. As you can see from the latest design 
artwork^ Game Boy Color will look similar to Game Boy 
Pocket and, in fact, will be about the same size and weight 
This drawing shows the unit with a matte finish, but the 
production model will have an outer shell made from trans¬ 
parent purple plastic* Game Boy Color will have three display 
modes, Including a 10-color (the same os Super Game Boy), a 
32-color and a 56-color 
mode* It will operate on two 
AAA batteries, which will 
provide about ten hours of 
continuous play on average* 

What's even better. Game 
Boy Color will be compati¬ 
ble with the Game Boy 
Pocket AC adaptor for non¬ 
stop funl 


* DEJA VU II: ACE HARDING 


V 


★ NBA JAM '99 


There are dready several games announced for Came Color, including an 
intriguing blast from the past To our surprise and delight, D^a Vu II has been 
resurrected from the Vault of Lost NES Sequels We loved the original Deja 
Vu, and we can't wait to dive into Ace Harding's second mystery adventure! 


-k TOP GEAR POCKET 
ir TUROK 2 


VOLUME lot 













RnM MB /Back when I used to 
|MHV^i^drive Nigel Mansell 

games on my Super NES, 
1 dreamed about racing on the real 
Grand Pnx circuit On the starting line 
at Melbourne, it seemed as if that dream 
was about to come true Next to me, 
Michael Schumacher revved his fire red 
Ferrari, and in the positions ahead sat 
Jean Alesi in the blue and white 


Benetton and David Coulthard, racing 
for McClaren just behind me, I heard 
the whine of the engines of the other 
cars I felt the need for speed 

REMOTE CONTROLS 

As a rookie, I switched on my automat¬ 
ic systems so that the CPU controlled 
shifting, braking and acceleration AN I 
had to do was keep the car on the pave¬ 
ment and floor the accelerator Even 
that was a challenge with so 
^ many competitors on the 
course The 21 other drivers 
[ INH knew 


m“*0» 


FiVO camera positions givednvers viewpoints from the 
front wing to a distant trailing position. Frame rates and 
clarity are great on all the cameras 


every hairpin and 
straightaway as if a map was 
tattooed onto the backs of 
their hands, Even with the 
extra help, I managed only a 
fifth place finish 






The two-player option gives 
two upcoming international 
driving stars a chance to 
sh:ne in direct competition 
The vertical split screen 
windows give each driver an 
excellent view 


It's hard to believe how beautiful it all looks, thanks to the 
development team at Paradigm Entertainment the road, 
the city background, the palm trees, the cars Even the 
dash layout is easy to read with ahi-tech, LCD interface 


AROUND 


•Jain Nintendo Power as we preview tehe rookie season of 
an international race driver in Video System’s World 
Grand Prix. Life in the video game fast lane has never 






































®—y #Tha Argentine Grand Prix PIT TALK 

pushed anpl my Communfcating with the pit crew 

machine tu the linuts. Over tunied out to be one of the most 

the past few races I'd learned to customize important parts of this race My pit 

my car for each course For this wirrding chief told me by how many sec- 

track, I sek my front cannards and rear' ends I was trailing the leaders, and 
^ > 

wing to 30® to fnerease ^e down force. \ how fer back other cars were fol- 
would lose some speed on the straights, lowing me He also kept track of 
but I'd be able to take the corners as if I my lap speeds, so I knew when I 
were on rails. Choosing the rfght tires, sus^- had turned in a fast lap. It^ these 
pension and even the nght amount of fu^ little details that make the racing 
could mean the difference between first «<perience so intense, 
place points or no points at all 


The pit chief also tells you about what's happening 
on the track, such as other drivers dropping out. 


ncpno 


ono 


After the race, the replay 
option lets you review a 
complete lap from dramatic 
camera angles 


Signs along the course let 
you know what sort of 
turns are coming up 


Exhibition races help hone my dn- [ 
ving skills, and I can race all around 
the world In spite of the Grand Prix 
schedule, and in all conditions I can 

I 

also challenge other top drivers, 
choosing an offensive or defensive 
scenario. In fact,.l;can even attempt 
to set time Inal records on any Grand 
Prix course^ 


I 3 J H beautiful city of 

M Monte Carlo opens its 
streets .to the whining 
engines of our cars fof one of most 
intense raeAng days of the year. I had been 
warned about the sharp corners pf this 
tight track, but 1 still wasn't prepared for 
them I spent a long time on w@rm-up laps 
before the big event, and that paid off in 
the long run &- < •' 

MORE ON THE FLOOR ‘ 

I used to think that the only , 

thing that mattered , was ^.,i ' “ 

the big race-the Grand 
Prix Now I know better 


moma 


A ghost car races along with you during Time Trial mode 
The ghost represents your fastest lap on the track 


The Challenge mode gives you 
the chance to square off 
against the best drivers in his* 
toncally accurate situations 


The Grand Pnx mode includes 17 races around the world 
\bu can save all your achievements on a Controller Pak 


MONTE CARLO MONACO GRAND PRIX 


Mr rfvi HiatMi* 
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Sometimes I feel intimidat* 
by the otiier drivers. 
They've been racmg for years^ 
s^ttrng course fjcords nnd tallying up 
Constructor Points. On some tr ,cks, hke 
this OfK^ tri Great briiaftr, the cars havt lufi 
a traif showing the fastest line through 
each turn But the hardest part is learnmg 
to pckey for position and knowing when 
to pass and when to jtay back. Strategy is 
the key, 

CRASH a BURN 

4 

Although the course at Silverstone isn't the 
toughest track on the circuit Pams crashed 


on the sovent 


ap, at the sharp 
right turn before the pit entrance. 
J know how he felt. When I 
smashed into the harrier tn 
Monaro; I saw th .• reminder of my 
mistake uii every subsequent lap 
in the strewn tires along the track 
With Pams out and Schumacher 

4 

having a bad day in the rain, I 
managed to grab my first victory. 
•These guys aren't invincible 


Tires from barrier walls remain where they fail after cars 
crash or spin out of control 


The Al keeps the level of competition 
high, but drivers do make mistakes, 
plus they can crash or have mechanical 
problems 


How good are the other drivers^ \bu can check course 
stats and see the '97 winners plus the fastest lap time 


I * I * y U 

^^^^y^North America, ■ Wk 

the Canadian i Vj 
Grand Prix in Montreal 
seemed just as international as i 
any race In the circuit ^ ^*1 
Unfortunately for those of us 
out on the course, the rain 
started falling on lap 22 and it 
didn't let up I spun out near 
the back grandstand and lost some ground 
When I got back on the road, I kept glanc 
ing at my mirror where I could see the 
ghostly images of other cars following in 
a cloud of spray 

QUICK CHANGE ARTISTS 

When the rain began to pelt down, 1 
knew that I would have to change my 
slicks for ram tires or risk a serious crash 
I pulled off into the pit area and instruct¬ 
ed the crew to change the tires and add 
half a tank of fuel They were real pros, 
finishing off both jobs in just a few sec¬ 
onds, and then I was back on the track. 


Drivers can turn the Crash on or off 
When Crash is active, the game keeps 
track of your car's cumulative damage, 
which affects the race 


The pit options include fuelina up, diang- 
ing tires, adjusting wings, and making 
repairs to any of your car's main systems 


r H. f¥ii^iN * 
9 M« tCHUMACHill 
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MONTREAL^ CAN ADI AIM GRAND PRIX 












































the toughest field in racing on one of the 
most demanding courses By now, I had 
learned enough to use both the simulation 
and expert driving options, putting myself 
in control of acceleration, braking, shifting 
and everything else 1 was in control of my 
own destiny 

RUMBLE ROUND THE CLOCK 

Suzuka includes just about every type of 
road imaginable, and you can feel \he 
pavement rumbling beneath you as you 
grip the wheel 1 had qualified high in the 


The Rxpert driving 
mode puts you in 
command of alldn- 
v;ng functions, but 
the feel is still 
arcade like Vbu can 
customize the 
setup, as well 


Simulation mode is the most 
realistic of them all The 
physics model of the sin car 
also makes it the most chal* 
lenging to ctmtrol 


World Grand Pnx may have a 
new name before it is released, 
but the game itself is an impress B^K 
sive reality The development 
team at Paradigm Entertainment f* - m 
excels at recreating virtually real HHfl 
experiences, and that is exactly 
what WGP del I vers. The graph ICS 
are so realistic that ram blows 
toward the windshield [sorry, the 
TV screen) and mud flies off the ijlHH 
tires when you spin out on the WffieJ 
infield grass. The Challenge 
mode IS another great way to race, and it 
adds to the replay value. But most impor¬ 
tant to race fans, this game has an occel- 
lent two-player option with perhaps the 
best split window perspective ever^ It's 
going to be hard to wait until the game 
arrives, but luckily that wait shouldn't be 
long By the end of this summer, you could 
be living your dream, as well 


EWORLD ^ 
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HDUI BD I GET IIITD THE RflinBDlU PRIRCE? 


I 


V ou1l need to have 100 Cold Cards 
and defeat Altair a second time to 
open the Rainbow Palace gates 
Altair knows your plans and he's been 
training for his rematch The first time 
you defeated him with eight hits, but 
now you'll have to blast him eleven 
times* To bend the odds in your favor, 
keep moving and kicking bombs at him 
to stun him Once he's stunned, lay a 
bunch of bombs around him to prevent 
him from escaping damage 



The gates of Rainbow Palace will remain 
shut until you collect 100 Gold Cards and 
defeat the sinister Altair a second time 



The easiest way to defeat Altair is to kick 
bombs into him to stun him Lay a circle of 
bombs around him when he's stunned 





I f you want to be a five-card bomber- 
man, you'd better make sure you 
sink this putrid purple fish before 
your 25,000 target time points dwindle 
away Dodge his periscope as best you 
can, but remain on the far right or the 


far left log of the raft throughout the bat¬ 
tle You'll earn a Cold Card if you stay 
on one log throughout the fight If you 
lob a bomb into Leviathan's gaping 
mouth, you'll earn another card Now 
use your pumped-up bombs to blast his 


periscope and his tail If you destroy the 
tail and periscope within the target time, 
you'll earn all five cards Don't pause 
your game and exit the stage or you'll 
lose your cards-wait for the monster to 
sink and the stage to end automatically* 



You'll earn a Gold Card if you fight the 
entire battle standing on one log 

NINTENDO POWER 



Throw a bomb in Leviathan's mouth, then use 
pumped'up bombs to blast his tail and periscope 



To earn your fifth card, finish the fight before all 
25,000 target time points run off the clock 





















































► YOSHI’S STORY 


^4 



HDUJ DD I FinD SnOHKEL SHAKE’S HIDDEll RlELOnS? 


- 



Y ou'll have to devour all the fish and 
collect the eighteen coins to find the 
four melons hidden inside the 
Snorkel Snake's chamber in Lots o' 
Jellyfish. Snorkel Snake's nose won't hurt 
you, but the points on his spiked body will 
sting if you bump into them Wait patient¬ 
ly as Snorkel twists and encircles you, then 
make a break for it by swimming between 
his nose and tail Keep moving and try to 
nab the rest of the fish and the coins before 
he curls around you again 




Wait for Snorkel to circle around you, then 
swim between his nose and tail to get away 


Four melons will appear at the center of the lair 
after you collect all of the coins and fish here 



inHflT’S THE TRICK TO CflRRVlIlG THE HlELOIl CRATES? 



n good sense of balance is vital for 
winning Yoshi's crate stacking 
games The rule to remember is 
that every time you move in one direc¬ 


tion, your precious cargo will shift the 
opposite way The trick to running or 
jumping with a crate stack is to tilt it in 
the direction you want to go before 


you jump or run The more you tilt the 
boxes, the faster you'll have to run, 
but you'll lose your cargo if you tilt the 
crates 45 to 50 degrees 



'ibur stack of crates will shift m the opposite 
direction you're running, forcing you to retreat 



The more you tilt your crates, the faster you*ll 
have to run to keep the boxes from toppling 



Never tilt your stack more than 45 or 50 
degrees or \bshi will lose his precious cargo 



HDin DO 1 GET PAST THE CRUSHltlG PlSTOtlS Itl mECHfl CflSTlE?p 




C learing Mecha Castle's painful pis¬ 
tons IS one of the most difficult 
tasks in all the pages of Yoshi's 
Story Almost everyone loses a Yoshi or 
two as the rows of huge cylinders crash 


together If you're patient enough to 
watch and wait, you'll see pounding 
pattern in the pistons You can also hear 
the rhythm if you turn up your televi¬ 
sion Wait until all the pistons slam 


together in unison, then quickly jump 
between the cylinders as they pull 
apart You'll be able to pass through the 
pistons before they can continue their 
loud and lethal slam dance 



Ydu'II instantly lose a >bshi life if you're caught 
between Mecha Castle's pounding pistons 



Wait near the pistons and watch until all 
of them slam together in unison 



As the pistons slowly begin to pull apart, 
jump through the gap and fly to safety 

VOLUME 109 m 


































































► IflltlES BOtlD DO? 



HDID DO I DEFEAT ODD JOB III THE SECRET BASE? 


D dd Job automatically defeats you the 
first time you meet him, but the odds 
are a little better than even when he 
tips his bowler at you inside the Secret Base 
Activate your shield and use it to block the 
hats Odd Job throws at you As the hats hit 
the shield, the/ll bounce back and spin 
into Odd Job He'll flash whenever he's get¬ 
ting bowled over by his own bowlers. The 
big guy will surrender when you hit him 
twelve timei. Use a Med Kit to replenish 
your life if you start running low 



\bur shield will deflect Odd Jobis hat attacks. 
Position it so the hats rebound back into him 



\bur sheld will protact you from most bowler 
attacks, but Med Kits are the best backup 



im KEEPS PUTTinC THE BITE OH HIE! 


i 




aws, a metal-mouthed monument to 
orthodontia, is waiting to put the bite 
on you inside the Russian Base near 
the end of the game Keep your dis- 
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Step on the steel plates to drop a high- 
powered magnet down from the ceiling 


tance and walk on the plates at the bottom 
of the room Each time you step on the 
plates, a magnet will drop down from the 
ceiling Lure jaws beneath the magnet to 
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If you lure Jaws beneaththe mognot, his metal 
mouth will keop him trapped and unable to move 


trap him, then punch or shoot him until h<? 
flashes You'll have to lure jaws back to the 
magnet if he breaks free Shut him up per¬ 
manently with nine hits 
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Use your gun or punch Jaws until he breaks 
free He'll flash whenever hels taking damage 



lOH? fflOIl'T THE THIEF GIUE fflE THE GOLD RIHG? 


T he village in Kurdistan can be a 
quagmire of trouble and confusion 
Search the houses in the southeast 
corner of the town to find the machete 
Once you have the sharp blade, trim the 


CF 


I 


QSI 


m 


caao Ofty. 


This "good day" stuff will leave you shaken, 
stirred and perplexed Talk to everyone in town 

WNTENDO fomn 


bushes around the buildings As you cut 
down the undergrosvth, you'll find more 
buildings and a hut with an animal pen If 
you talk to the man inside the hut, you'll 
get an important clue about the Cold 


7H€ n/9N TO THC 
fi€ST »/fS B€€tf 







♦V 


Find this man to ^et your clue Now when you 
go back to the thief, he'll give you the ring 



Ring If you don't receive this clue, the 
thief who has the ring will keep saying 
"good day " Once you have the clue, go 
back to the house on the far left side of the 
village, talk to the thief and get the ring 



No more niceties When the thiet gives you 
the ring, take it and get out of there 








































































































































►FinflL FfltlTflSV LEGEnD 



SU-2flKU KEEPS BUGGinG ItlE OB THE STREET III THE lUDRLD DF RUIH! 


T his oversized eagle seems impossible 
to defeat, but there is one item that 
can keep him from pounding the bro¬ 
ken pavement. Buy the Saw in the World of 
Rum weapon shop for 4,000 Gold then 
load up on Strength and Agility potions 
Max out your character's Strength and 
Agility to 99 before hitting the streets. Use 
the Saw the next time you run into Su-Zaku 
to cut him down If you buy more Saws, 
you can use them on all of the final enemies 
in the gamel 



f 



Mdu have to run from Su*Zaku until you buy tho 
Sew end max out your Strength and Agility 


The Saw will break after you use it, but it 
cuts up any enemy with a huge thrusti 



lUHERE IS THE inUISIBLE BUILDIHG? 


1 


Y ou'll find the directions to Akiba, die 
invisible building, after you visit the 
library in the World of Ruin. If you go 
back to the Tower you'll see a solitary white 
building directly above it This building is 


the library Inside you'll find a document 
with the directions to Akiba-something 
about 14 blocks east and 15 blocks north 
The starting point of this journey is one 
space to the right of tfie subway entrance If 



you count off 14 blocks to the right and 
then count off 15 spaces up, you'll end up 
inside the Invisible Building Here you'll 
find the ROM, one of the components for 
Erase 99, the strongest spell in the game 



^ o tHi 
bloc Icf 
n o rrK. 
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The library has the clue about Akiba Look 
for the librory directly above the tower 
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Start counting off blocks to Akiba one 
space to the right of the subway entrance 




You ROM 


Search around Akiba until you tind the ROM, a 


lyoi 

component for the powerful Erase 99 spell 



In thB m Call: 
1-9DD-288-D7D7 

(SI 50 per minute. Callers under 18 
need pamti pmls^ to calU 


Q: Can I put down a barral without it rolling 
away’ 

fit ^s Hold Down on the Control Pad and 
release the X Button 

Q. How many endings are there? 

fl* Just two Mxi gat a different ending if you 
score 105% 


Q&fl FAST FACTS 


DOnKEVKOnC CDIUITRV]: 
DIKI£ KDIIG’S DOUBLE TROUBLE 


Or write to Counselors'Comer 

PJ3 Box 97033, Redmond, WA 9&073-9733 


UICUI us. nUID: ffllRL D TOUR 

Q: How do I do a counterattack’ 

R: Press the A and R Buttons simultaneously 
as your opponent attempts to attack. 

Qt If I hava the Spirit Meter displey off, how 
can I tell when it is maxed out? 

R: lA^rt for your wrestler to flex his muscles 

Q: Can I bring weapons from the crowd into 
the ring’ 

R: Noway, sicko. 


In Canada Call: 
l-gDD-[f51->i>iDD 

($2.00p^rminute CdllersundirQ 
need parental permission to call f 


mm LRUD 2 


Q: How do I break the blocks with the picture 
of the enemy on them? 

R: Stun an enemy by jumping on it, then pick it 
up and throw it at the block. 

Q: Whet do the numbers mean when I peusa 
my game? 

R: The number on the left is the total coins col* 
lected in the story The other number is your 
com total for the game 
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RACEWAYS ARE FOR WIMPS! 


W (nrtde yuuf neart skip d bt'dl when 
I you played it in the arcade The 
Super NES version had you begging 
your parents for a monster truck for 
your birthday. Now you'll be wiping 
sweat from your brow and picking 
bugs from your teeth when you play 
Midway's Offroad Challenge on the 
N64I With Its eight radically 
modified vehicles, six long and 
'treacherous roadways, and some of 
le fastest '^peed^-^ou've ever 


dUdineci on ciny bystein, it'll leave 
you wondering why some players 
seem content to drive endless laps 
around an oval raceway Its sense of 
speed IS simply superb, and if you re 
using a Rumble Pak, you'll feel every 
bump and pothole on the course 
And you're nut likely to find another 
racing game that includes wandering 
wild critters that can come between 
you and a first-place finish 


NINTENDO POWER 


















OFFROAD CHALLENGE 



You'll find four rough and rowdy offroad vehicles when you first 
enter the garage If those cool rides don't spin your wheels, you 
can access another four by simply pressing all of the 


C Buttons at once* When you've selected your rig, you should 


probably pick the automatic optM 


you're exoerienced 


enough to move on to the trickier, standard tramSIn'issiun 



fDUiOUfii 


With Its great acceleration and good 
speed, the Toyota Trophy Truck may 
look like a sure winner, but don’t for* 
gftt^tbat It's fairiy hindered by its 


We'd really love to ba proven wrong, 
but based on our test dnves, we m 
think the Toyota 4X4 Monster is a t 
handling headache With a lot of ^ 

work (mostly to its shocks and tires) 
It could have ^shot at being a serious 
competitor, but until then you'll prob* 
ablyget stuck m swerve city Any 
driver who cen handle this truck 
[leservesatrophyl ^ 


•i 


lick of weight Frofbsslonol racer 
Ivan Stewart may have taken a lot 
of races with this vehicle, but you'll 


definitely heed to shell out for some 
much batter shocks and tires if you 
want to sit on top of the circuit 


Where this Class 8 Mini-Metal really^ 
shines is straight off the start line, ^ 
when It often takes the early lead m 
Unfortunately, it also really lags H 
behind a lot of the other rioes in 
terms of its handling But withsmairN"" 
improvements to the tires, followed ^ ^ 
by 0 few upgrades to its shock a i 
oosorbers, this truck could easily | 
become a contender 


The Thunder Bolt is the most well* 
rounded vehicle of the bunch It^ no 
^css than moderate in every aspect 
of Its performance, and with its 
superior handling, it turns on a dime 
vwth very little sliding Werecom* 
mend it for every level of racer, and 
if you can save for soma more ecce! 
eration, this truck should be able to 
win every race in the circuit 


WrtFri 

//-I'jrfF 


UUifS* I 
// f'jrFf 


Just because it handles well and 
stays close to the road after ]umps, 
don t expect this big truck to take 
first every time Still, if you can col* 
lect a lot of the Cash Boxes that 
are littered around the roadways, 
you may be able to purchase enough 
acceleration (not to mention new ^ 
tires) to give this plodding chal* ^ 
lerwer a fiqh^q ^nce . 


For those who like Monstar Truck 
rallies, th^e can be no bptter pick 
than the Crusher Whatever it lacks! 
in handling (and that's a lotO it more r 
than makes up for in pure dnving f unJ 
Why's It such a blast*^ Becausa 
nothing (save for a concrete barrierl 
can stand in its way' To see its bru^ 
force m full effect, use a Nitro at M 
vary start of a race-_ J 


The Baja Buggy has stellar speed, buj 
takes onjumps like it's being tossei 
around by a tornado* Because of its ^ 
challengmg contml and its tendency 
to get stowed down by run ins with 
the [erger trucks, we're recommend¬ 
ing this vehicle for only Axpenenced 
racers Try upgrading shocks <ind 
tires to better its pinbalhlike 
oerformonce _^ 


Fht Punisher IS definitely the dark | 
horse on the long road to victory 
This milit3ry*type UV has no prob* 
lem handling big jumps and tight 
turns, but you II need to put some i 
senous dough down to incmase Its ' 
speed Still, the Punisherhase great 
chance of becoming your favorite i 
racer, espedallyff you hke a vehicle i 
with rugeed • ooksi _j 


?pr/sj* 

rRnuLin 




You'll find power-ups on or near 
the roadways in every race* You 
nab them by ruiviing fiiem 
but, depending on your status, 
they may not help you wn. 


The big Cash Boxes con* 
tein 40,000 smeckerooe! 
You cen uee the loot to 
buy batter parts for your 
racer. 


Nitros give your racer 
a sudden burst of spaed 
Sava fiiam up for that 
all*important rush to the 
finish. 


Super Nitroa have twice 
8S much power as file 
norm^ ones. They're 
hard to find but worth 
the search. 


For a ^rt while. Crash 
Helmets keep your vehi* 
cle from slowing down 
excessively when it hits 
other cars* 


r 1 
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You1l run into socne* hu^e ruts wMj 
racing along this 

Look for the firsrfrut . to be oi w ^fTiun 


When you"^ 
(44^5 biTf^ 
i^each, tr> 
4. little 


WPfmwofthe largest sand dunes, b ^ •^yOo^‘t forget to grab the Super Nitrotha 

also miss the Jjetter part' 6^*6 belch's ' hiding behi^ the big billboard near ^ 
, , " , ^ M ; tollboctfh rou d ba wise to save it for th 

tide pools. The water can really slow oftheracewhenyoullreallyn^itfo^ 

you down -Tp final push dQwnaJoniMwoilfffbi^. 


youV^aSW^ life sharp turn out of 
HKonifmaiiM*ar ja, watch closely 

big ramp an toe right side nf th*’ 
can manage to on- 

Ttt 4 while sv^n^^i/Tg onm drv you 


You Cpi0£ the steep 
ryng pTahConstruction z 
ovuf wts, ^stacles^^^ 
oti^r licers.)L.«^^^^l 


Although the rtgh 

Voltage signs, power IJK^N 

poles, ^nd nuir>erous ^ 

explosives may scare some r ic alrom 

driving on tht left side of this road, it's melly 
the easiest way to collect this course's only 
Super Nitro . 


tWtTNitros 


l^hi^rt lh\s tieach 

Bous tram crossing You cart ^ther wait for 

' ne of the other 
J^ifiL^vacers to ram 

' ^erve^ around 

r<imp 0)e 1 ***^ md uy to leap the gap 
between iwo of the boxcars 


Nedf che end oi the uiuu usfc one ul youi 
Nitros to quickly climb the long and 
eroded incline on the right side ol the 
road It you can stay on the path, you'll 
nab two more Nitros/ which should pro- 

ng- -vide a big 

enough boost 
y.' — 'to push you 

^ oppo- 

i*ients and into 


Whei I you re m che ghost " 

town, look for a carnage ttnits rolling from 
right to left across the screen Mdu can either 
swerve around it or let it pass, but be sure to 
grab the Super Nitro that's |ust behind it on 
the left side of the road 


UPGRADES 


You can buy upgrades if you've collect* 
cd Cash Boxes, or if you finish in one of 
the top three slots on a circuit track. 
Remember that you can save your cash 
for expensive parts. 



Acceleration ie llte 
eocond'inost exponttve 
purcheee, and in many 
ways, It's much more 
important than apaad. 
Good acceleration heats a highar top*and 
apaad, especially for haginners. 



If your racer haa poor 
handling or a low weight, 
upgrading your shocks 
should ha a top priority 
New shocks will help 
keep your vehicle from houncing off bumps, 
which look# really cool but alowa you down. 
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OFFROAD CHALLENGE 



Much of this 
course consists of 
winding and shp- 
fiery roadways In 
^■jnsctions, the 
■l^^l^to stay 


Just beyond the second tunnel, the 
course continues downward with a 
bunch of small, snowy jumps on the 
right side of the road. While it may be 
terrific fun to fly off these bumps at top 
speed, you'll y.,. ^ 

have a much bet- 5^ ’.. *" 
tBr^hot at win- ’ ^ ^ 

ning rf you ktep JDb ^ 

vehicle in ] j3i 


Once you re on the dirt 

road near the start of the 

race, power your way up 

ths sscond incline hiat's positioned on the right 

\bu*ll find a Super Nitro hiding behind a small 

grove of trees at the top of the hill 


Bw-ttims 


Still, some racSrf^flike the Buggy) are 
going to be in for a roller-coaslernHe*^ 


When you see the flying saucer being 
shot down, stay on the right side of the 

ee boul- 


After entering the abandoned mines, 
avoid the center beams and stick td the 
low road on the left You may run into a 
few more obstacles on this path, but 
you're likely to find more bonuses on 

the left than 
I !J you would if 

* you took the 
■Kvwu* vk s* higher road on 

the right. 


soon tall, 
and ail the 
debris will 
end up in 
the left lane 


There's 6 Super f^tro positioned between two 
center columnsiust beyond the second sst of 
mine carts While \n theory it's reachable from 
either side of the roadway, you really can't see it 
unless you're over on the left 


Beware the pairs of potholes scattered all 
over this course I The first one will always 
be on the right, while the second will 
MM ^ T/kfl always be on 

the left 


Anytipie you 
approach a oody 
of water, look to Bit 

see if there's a * _ 

ramp nearby that | 
can help rocket » 

you to the other side It ihure is, Ju what¬ 
ever It takes to make a perfect run off the 
ramp. Believe us—nothing will slow you 
down more in this race dian a set of wet 
wheels 


w<fier hazards anon^^ 
last checkpoint, the __ 
road will split in the woo9 
a natural barrier Climb on i 
knoll to grab a Super Nitro 


divided by 
kfcassy • 



Buyiny extra Nitros is 
henJ to justify. Besides 
« .ill being very expensive, 

, they lest for only one race. 
'Still, they een be useful on 
courses wi^ lung strelghteways seer the fm* 
ish line, lihe Lee Vegas. 



i j 

*1 ^ I i Upvede the speed of 

; > > j slow vehicles. 

I . ^ Otherwise, put your 

• J[- herd-eersedceshelse* 
^where, like inspiffier 
shochs end better ecceleretion. A leed feot 
won't be of much use on trichier trachs. 


1 * 




■a 


Slice stayieg on me 
roed is the reel h^ to 
winning o race, tires 
• ere ths best upgrade 
that mcmey een buy. 
They re very reasoaably pneed, aad eay 
racer will benefit from having e new set 
of wheels. 
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If you love the smell of nopolm in the morning, youil 
wont to take a big whiff af Midwoy's Chopper Attack. 
It's 3-D combat with an arcode feel and enough 
oction to keep a video game warrior in 
peok condition. Get set for a Power 
attack preview behind enemy lines. 


SHARK IXFILSTED SKIFS 


may not sec these attack 
choppers ilying overhead in 
real life, but in the dog-eat- 
dog scenarios of video game 
warfare, they're the hottest 
machines without wings 
Midway took Seta's Wild 
Choppers-a Japanese N64 
release-and improved it 
about 1000% with new play control and other mino; mudifiuv 
tions. The game will remind veterans of the classic Strike senes 

from Electronic Arts, but th g^ 
battlefields in Chopper 
Attack are all 3*D, andVir* 
tual pilots are much* closer 
to the action. The eight heli¬ 
copters in the game were 
built with a heavy dose of 
fantasy. One chopper looks 
like an old World War II 


Zero with a shark's snout, and another looks like an alien insect, 
but all of them are loaded to the teeth with missiles and bombs, 
making them the most potent stnke force in the N64 arsenal 

WAR IS SWFLL 

The action may bfe intense, but Chopper Attack departs from tra¬ 
ditional in se^j^MDl^ that make it a better action 

game thing, the view is outside the chopper, so you 

hav^ a ,v4der perspective and you can see your chopper at all 
tir^. the next thing you'll notice is that you can take a lot of 
ufamage and keep on flying when in reality you'd be toast. 
Finally, you can pick up 
Items such as extra fuel to 
boost your chances of com¬ 
pleting your mission, or 
strong boxes of cash for 
buying missiles If you have 
to go to war, this is definite¬ 
ly the way to do it 
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A FKW GOOD PILOTS 


Alicia 





Johnny 


Hiromitsu 


Mike iT 


Emma 




MSK Y 


KAMBO MTTD ROTORS 



The versatile Kolinsky helitoptef does 
a good job in every tactical category, 
ranking no lower than three stars in 
any area. Its - — - . — 




The cadre of pilots who command these fear¬ 
some flying machines hails from around the 
globe, wherever skill and daring is still worth 
something. Most of the pilots call the USA 
home, but other ace flyers come from Britain, 

France and Japan Each chopper has its own 
pilot, so the skills of pilots and machines go 
hand in hand You can check out the data on each machine and even spin the 3-D 
model around to give it a good inspection before signing onto the crew. We've 

pulled out the chopper data in the special 
boxes on the next few pages so you can get an 
idea of the range of chopper capabilities The 
real range of pilot abilities, though, rests in 
your hands To carry out your missions, you 
control all the systems, from flight control to 
weapons selection and targeting. The game 
pilots have only a fictional role that affects the 
flight characteristics of their chopper in cate¬ 
gories such as Acrobatic Ability 


Ms WOLQiSK 


outstanding 
armor and ‘ \ j 


.--a 


acceleration 
make it a great 

chopper for j 

beginners, and cm^ 4 

the Kolinsky's . 

weapons rack includes slots fur four 
different types of missiles and bombs. 
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arsms:, 


Sped ••• 
Armor ••• 
Guaj ••• 
Acceterotic-i' 
Arrebfti;: - • 







A KRALLl 
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STICK U 


DISC 


T MISSILE FIRE SALE! 




In order to complete a mission, you'll need as much 
high-tech firepower as your chopper can carry. The 
weapons range from smart missiles to cluster bombs, 
but they all carry a price, which limits how much you 
can buy D^nding on the mission, and the chopper 
you choose, you'll have to decide which ammo will do 
you the most good. Once you enter the dieater of oper¬ 
ations, you'll have to select missiles and bombs as 
needed or fire your Vulcan cannon, which has endless 


FIRE C A.T 



The Fire Cat fea¬ 
tures twin rotors 
and twin Vulcan 
cannons for 


FIRE CAT 


* • 



rounds of ammunition. Automatic tracking cursors 
appear on your screen to help you lock on to a target, 
but you'll still need an eagle's eye to hit many of these 
targets In the end, 
your worst enemy 


rntn 



may be your limited 
fuel tank 



extra fire power. ^ 

This chopper 
may look small | 

compared to --- — 

some of the heavy duty birds, but il 
ranks high in acceleration and 
maneuverability. Surprisingly, the 
Fire Cal doesn't give up much in the 
way of armor. 





%IM 

AriNir 

Guas 

lUratlea 


'1^ 


1 t 
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Thb lightweight turns out to be a 
heavywci^t in aerial combat* It 

features excel- 
S* lent speed and 
» maneu ve rabil fty, 
and it still man- 
\ ages to tuck 
three types of 
^ weapons on 

board* You 

would expect such a small craft to 
lack armor, but that isnl the case* 
The WASP has a strong sting and a 




Amti 

Gua^ 

ActiUratlaij 

Acrabiflcf 


NINTBiDO POWER 


The rruissive Whale-32 looks more like 
an airaaft carrier than an attack heli¬ 
copter, but it's probably the safest vdii- 

—- cle to be in if 

«nuUI-32 BD you wander 
" ' into a heavy 

firefight. The 


^ ^ ^ 3 heavy 

firefight. The ; 
Ij heavy armor 
^ • has to make 

^ “P ‘he 
^ ^ Whale's par¬ 

ticularly slow maximum speed, because 
you can't outrun most enemies* 


Sp9ed >• 
Amor 

Guts • : f • 
Acciltmltc ••• 
Acrobitics ••• 


In aviation terms, the Black Box is a flight recorder that keeps track of everything that 
goes on in the cockpit The equivalent of that in Chopper Attack is the four slots of 
memory files that save your progress through the 
eight missions (ft's rumored that there is a secret 
mission, as well) The Mission mode is the main 
part of the game, but you can play in Free Battle 
mode, as well Once you've opened an area in the 
Mission mode, you can enter that battlefield at any 
time in the Free Battle just to blow stuff up and 
cause trouble The challenge level can be set at 
Normal or Expert in either mode ’ 

TIIK LEFl-BKAIIV CiTaLCEXCE 

... 1 ^ 

you can even 

choose the LeftfiConQtoller option, which sets 
the Controller fiinttians to the Japanese stan¬ 
dard from Wild Choppers In this setup, you 
have to use thr. Cross Pad and Controller Stick 
instead of iht Stick and C Buttons. We're talk¬ 
ing brainlock here, but if you master this back¬ 
ward control, you'll really have somediing to 
brag about in Power's Arena column. 


Chopper Attack has been in ^ 
development for over two 
yeai^, but unlike some N64 
games that have been cooking 
for a long time, this game 
doesn't look like a souffle 
that didn't rise. The 
explosions are spectacular 
and the 3-D models of 
choppers, tanks, buildings and ground troops all look very 
good The terrains themselves look a bit bland, but you're just _ 
going to frag them anyway, so who cares^ the game also ^ 
makes use of the Rumble Pak, so you'lf feel every anti-aircraft 
missile as it slams into the fuselage of your 
chopper. If that doesn't make you feel special, 
maybe listening to the sound effects of explod¬ 
ing ordnance, or watching the steady draining 
of your fuel gauge will do the trick The envi¬ 
ronment of Chopper Attack IS full of information 
and danger, but it's all been simplified enough 
so that one pilot can handle all the tasks. It's not 
overwhelming, but it is electrifying 









































If you likti fir^ower, you1l go Ga-ga 
over this Japanese chopper. Although 
it's as slow as a whale in mud, the GA- 


Tllli; MCl^ OF B7\TTLF; 


No matter how many missiles you carry or how 
great the graphics look, at the heart of every 
good battle action game is the conflict with the 
enemy In Chopper Attack, the bad guys aren't 
named, but they defend their military installa¬ 
tions with plenty of men and machines. Oh, 

•and they hate your guts. 

% 

MlSSlOiV: COMBUSTIBLE 

Each of the missions begins with a briefing in which your objectives are described 
Once you're in the battle, you'll have to search out and destroy those targets with 

very little help. The radar map that you use dur¬ 
ing battle shows targets a$t)rangexlots As you 
carry out your mission objectives, you'll have 
to take care of other matters, to6, Siich as keep¬ 
ing your chopper in the air. You'll find extra 
fuel and other items hidden in buildings and 
vehicles, and in some areas yeu'll find hostages 
that you can rescue It's all in a day's work in 
the N64 Air Force 


GA is heavily . ^ -- 

armored and it ^ QA.-«A 
boasts the -flWik * — 
mosl powerful 
cannons in the 
game. But the 

most outstand- f' § -jumni 

ing feature of ^ ■- 

this golden ^ail is the fact that it can 
carry five types of weapons. 


lULDDlES IX ARMOR 

1 I l> I ■ 

The forces massed against your lone chopper 
may seem daunting at first, but you do have 
the edge For one thing, enemy aircraft will 
usually be destroyed by a single missile, 
whereas your bird can take a lot of punishment 
before biting it. Enemies are persistent, as 
well, but they won't follow you out 


5feed 

Armor 

Guns 

AcMltration 

Acrobatics 


> 1 . 


of their patrol 
areas On the 

ground, you'll find armored 
tanks, motorized units, and 
infantry, all with their eyes 
trained on the skies They may 
not seem to pose much of a 
1 threat, but they can hit you 
hard and repeatedly, and there 


are lots of them The really 
unfortu nate 
news IS 
that they don't 
seem to have any 
sense of fear, so that shark 
snout on your chopper is 
probably 
just wast¬ 
ed paint The good news 
is that they never try to 
run and hide, so you 
always have a target-rich 
environment for your load 
of air-to-ground homing 
missiles 







Thanks to Midway, North America's crew of N64 flyers will step into the hotseat of one of the most 
action-packed combat video games ever, and the game play is greatly improved over the 
original Wild Choppers. Replay value looks good^ too^ since you can change the nature of 
each mission by choosing a different chopper. It's been a long time in coming, but by 
late June or early July^ you should be able to begin your own chopper attack. Next 
months Power will offer a crash course in chopper warfare and make a real pilot out of 
you. Bo there. VOLUME 109 1 31 
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Enter to Win! 





Nintendo Power 


TAKE IT TO THE RACK IN A 

Power T! 


✓ 


✓ 


✓ 


play against 

Seattle Sonics! 

A trip to 

NINTENDO HEADQUARTER 

Go behind the scenes at Nintendo 
of America! Take a peek at all the 
latest gomes! 

See whafs up at Nintendo Power! 


Kobe Bryant in 
NBA Courtside 

- 


^ A basketball autographed by 


O 

BRYANT^ 

Kobe Bryant in 
NBA Courtside 




YOUR 
VOTE 
COUHTS! 

YOU CAN'T 
WIN IF 
YOU DON'T 
SEND tT fNi 


Fill out tho cord ond 
tond it ini Wo'll tolly your 
voto for the Power 
Chorts ond enter you in 
the contest! 

OfficM Contest Rules 

Nopundmsenoeessery 1b enter, either 
fid rat the Pleyerb Poll nipensi eard 
or print ywr name, address, teliphoio 
number, VoL tOS. led the answer to the 
trhrie qiiesiHm oo e plem 3 V2* x 5” 
rard MeO your entry to tha address. 

NltmNDO POWER 
PLAYER'S POLL VOL 108 
PO BOX 17082 
REDMOND. WA9S07a-e762 

Due eilrv per parson. ptsMe. All entnee 
meat be postmerked le later then Jnly % 
1880 We ire net responsible for lest er 
misdireeted mail On or about Joly tS. 
1998. wmnare will be randonty drawn 
fremeiBongalielioibfteetnH Byeeeept* 
ing their prizee, wauieis consent to the 
lee o1 then nemee, photographs, or other 
llkeeatses far Om purpose of advartne* 
raants ar promolMaa on hehall at 
Itimrado Power” nngazhieand Nintendo 
el Atmriaa Inc. (NOA) without further 
eompaniafion. PrizM are limited to one 
par household Chances e( winneg an 
datamwifd by tha total oumbaral entriM 
received The retro of pritM la entry 
earda dminbotad s 56.14)00.000 No sub* 
otilBtion of prills Is pamttad. All pritia 
ml ha awarded fi recent e list al wot- 
oiR. sand your request te tha iddirjs 
ehova after Jidy 31.1998 GRAND PRtZL 
Tha Grand Praa Winnar will wii a trip inr 
0 to Sealtla. Wnhington, eourtsida 
tieketotoa 1993*1008 game in wfdch Koha 
Bryant's team pleye the Seettle Somes, 
and a Kobe Bryeot in NBA Courtside Game 
PakfortbaNintendaOO Exaotdateofthe 
tnp IS la be datermined If endar It. tha 
wmnar must be aceempeniad by a parent 
or QURhen. Kotal aecocmnodeiioM end 
rouniHrip olrfira are meludad. 
EstoMted lata! velM at all pritaa 
R S4.080. Soma rtstrictlona apply. 
VbOd only m tha US. and Cunde UM 
where prahibitad by law Not viOd in 
labee. Not opoo te owployaas ol NOA, 
its affiSetiA egenaes or thoh nrnmdrata 
fanullei This contest m eubieet to dl fed* 
oral, atate end lead lews and ragutoiiona 












'Mpp TVN T9 iMlf WHikt 

'fUNtd^jk^Hy, 1^ Nrw frvrcofMFNT }in px(turf<^ 

>H.i^ ^ -wt f TWtfTVXCVtNPjftt 

jj TWs£UNT9^R<^^tt p9<ffsmTxc<i ^sc ^eJu: > 


Photography but ndt* Wl^. 

you'n alw^yf^ buying film;! 
for pfchire»^o develop, oir^vdrd jrii^ 
if your snapdiotB vvil* «v^ turrMwl 
Tht J^ame lof 'Cinllri («4vy all 
these problems l^«enibling'^u tg 
compose and retouch yw^l)otoslwt 
your Came Boy irreen. ly dtdnii t 
Super Gi me Bov. Time 


'Tilt Game Boy OliMralets 
you swe up te 30 imafis is 
'^r prsMatphol* albim 


Tbs GaidM’Joy Pfint%, avaib 
able mparafbly, ejisMes yoir 
te priat out s|iclrdr phatw. 


PirsbAalife yaur pics 
artistic A /sales and pra~ 
prc ^amried Stamp |pag^ 


or Boy PHnfeae ) bB | 

to Md up your o’.vt/Puntofraphv sh|b , 
dio, where you'U-KdvMhc^ - 

tools you'll tfeed^tcAlibctdb', deMa^, ^ 
print and trade y6ur;phofb|r.pM 
And since ymi dcnr' <>4d fibn^i if 
capturUig ihtag< „ ybi i^aptadd' ‘ 
d«4et« photo 49 r« 

th' ‘ poasibility fot^c^ie^ n dm ■ , 


raAiatallafe.. 

iota studiawi 
onF’if stuiii' 


ttitlf4ajw 
mwde. yoer 
dauMpxK^ 


file caaisraisn'* .-^oip still 
■mates oaly- YbiAsu strini 
war lici itti a dioAe. _ 


toa.Eirii^a 

xmtcaninhc 


iilNTkibk-^WElf 












So who^ been messing up your 
room end tossing your clothes 
all over your f loor^ It's surely 
not you, neat freak, so activate 
the Time Lapse function, then 
hide your camera in your room 
to catch ^e intruder in the act 


Lead your friends on a wild 
goose hunt Start your pals out 
with a photo of a location At 
that locale, leave a photo print* 
out of their next destination 
Have your friends follow the 
trail of photo clues to uncover 
your hiding place 


Scavenger hunts are fun,but 
who wants to lug around a 
kitchen sink for a measly ten 
points? Make scavenging i lit¬ 
tle more convenient sending 
out your hunters with Game 
Boy Cameras and a laundry iist 
of photos to shoot 


t^iay paparazzi tag Dy arming a 
member of each team with e 
Game Boy Camera Each pho¬ 
tographer must then take as 
many pics as possible of their 
opposing team members The 
team that captures the most 
onamies on their camera wins 


GAME BOY CAMERA 


In Montage modc^ you can patdt 
t4^^or sections of photos into one 
composite image. For Uic cartoon 
bacl^unds pictumi below, select the 
quadrant montage to plaqe your facq 
on a space cadet, pi^ia*in*a-picUire 
montage to shrink your head for the 
witch cfoctor's jar/or thre^s-lay^ mom* 
tageto drop your noggin on die snow« 
boarder's shoulders. To blend the 
bnc^cs together, the Paint 


Once you develop an eye for 
Funtography, everyday objects 
like these Nintendo knick- 
knacks, can beciHna works of 
art Do you kaow what the 
focus of each photo is? 


Ybu can create parsonalizail postcards of places you ve 
nevar even visited Blow up tna imagea below oa a copy 
machine, then phatograph them in Montage mode. 


SPACk CADIT 


Hot^jjbra conerpt ie sindlnr to how 
.yAr ^uld^ navi^ale around # ayeb 
^4^ Hot-Spots sCrvf as buttons of 
'inks, d^^dtn^ cm tfib special t:ffect^ 
yoii assign to them, by iftiv itin^ i 
Hot-Spot vnuVe ^bedded b' ^ pir- 
Jire; >OL car jrfttantiv hrih^ up 
another plfcture on-scrtfcri while d^rg 
g^r^rriiiair pnd *adeo fgd<i dr vipr 
offvtejs Hot-ipdf$ ''will Mkt yout 
album bit %y allowing 

browsers iM cltJk tbt^ifqpal 

through Nartching fh<Ao kequAmces. 


Which it tkt dufeP ] % ^ 

start activates th# 
link to the bif mama 

troll? Vbu can hidefivailnt-^oflinks in a pic* 
turn, and tacdicaa taka yau tt a diflirent photo 


ddo9$ jadns S3N<<^^ *Q p9ioiJWi*3 

9y{94 nu 89 Aog euies *3 ift]|OJiuo 3 y 
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With the Game Boy Pnntei, you'll save yourself a 
trip to the one-hour photo shop The Came Boy 
Printer will instantly print your album into wallet- 
size shekels, and churning out double prints will 
be a snap. And your fun with FunU^raphy 
doesn't have to end there Color your piints, 
create sticker collages, or scan your photos 
into your home computer 


Manipulate and touch up 
your photos by enlarging 
them on a copy machine 
or by scanning them into 
your computer 


CYCLOPS SOUNDMAN 


In D\, anyone can become a lo-fi mix 
master by layering the mode's three 
tracks of 16-beat loops. Lay down a sim¬ 
ple rhythm on the Noise track firsts then 
tinker with the (racks from there. When 
your tune is ready for the dubs, head for 
the Game Face option to atomize your 
DJ into, say, our trendy cydops look. 


To turn your DJ ima 
a cydops. aalact 
Came Faca in ttia 
Magic mami, 
photi^raph tlia four 
moods of our one- 
eyed ravar. * ^' 


CLOWN STRIKE! 


To create an animated short, hrt Select 
when the Main Menu appears, then 
highlight Animation on the Edit screen. * 
Amateur Disneys will be able '^splice'' 
up to 47 album photos fiwie-by-framc 
into a looped ''movie reek'^ String 
together photographed or ilhistrated 
sequences like the clown ^rtoon we've ^ 
created. 


Foi best results, 
photogiaph 
anlargad copias 

of our animation frames. To add more tax 
tura and mood, adjust tha ContiMot a* 
Brightness. ^ 


NINTENDO POWER 












GAME BOY CAMERA 



(Hstort your bilges with 
Paint, Stamps. 1rtck 
Lenses or even mantpy- 
[ete e prietoutof yeur 
photo hy hand. Don't limit 
VDurs^f-|e$t be ertisticl 


phdtee to anmate e sequence e 
sloiY Send os printouts or photos of eech stil 
ireme from your mbu mom. end if you pleaM 
the Siskel end Ebert in us, you could wml 


Who knows whet weird end umisuel 
photos could develop? CeptuM^- 
etrenie image oe your cemei^r > 
tween e eoepshot into theater limits, 
^member: normal 


Use eny of the Meetage 
effects te combine your 
photos into the mostclevor, 
cute, creetiva, creepy or * 
koohy hybrid photo the! you 
can come up with.. ^ 


Ihkee picture ofa sky- 
eereper. wetner deg, or 
anything elm thet would 
fill up four frames of e long 
or tail Panoraim piqtura. 


tNAO U 9 k 

toy WITH yous 

WINNING 4Nlky(NOTj 


Now that youVe learned sotio Funtogiftphy 
tricks, we want to see how good a shutter- 
bug you can be. Pick the category with the, 
prize that most appeals to you, then t<dce 
your Game Boy Camera on a photo shoot. 
Spruce up your fAc with Stamps, Paint or 
other effects, then print H or i^otograph 
the inline on your screen. But your artistey 
doesn't have to end there. Feci free to blow 


up copies of your photos to add finishing 
touches like colon Specify which of the five 
categories you're entering your photo into, 
then send it to us by luly ^1,1998. Well 
judge the photos, and the winner in each 
category wilf each score a different high- 
tech gadget that will give things a fresh, 
newViewl look for winning pics in NP and 
at our web she af www.nintendo.com. 


orriciAL 

CONTEST RULES 


No purehMi oiceuary li ttrttr. stnd oi 
t priotout, faeortiiHo photo ol tbt 
Im^o yoiTvo oroitod writh o Como 8ov 
Comtf4. ineltdo your an o. odtfroso. ooo 
tnd which eoiogory yoo're ontenog your 
photo No. Send yow cmriii trio umU 
flwl or o^oil to the addreioei below 

All ootriee become the eole property ef 
Nintendo of Amonce Inc {NOA) end will 
QQt be roturoed. The coeteet n eebject to 
the Officiel Roloe. All eetim roust be 
recetved eo liter tlwn 
July 31, IMS We ere not responsdrit for 
loot or mudirtclcd wnH or illeqdde v 
meomplete entnes. SebnHssnnt mey be 
uiid for oey purpoioi. mdwTmg bet oot 
loQitedte odverUsiRg. publicity prom* 
bon or nhiUtion wrtheut eompenietton 
lo the iotrent 

Entnee will he judged by the itoll el 
fCotindo Power Wlnnere wUI he iileel' 
id 00 or eheet Auguet 31,1880 beoid oo 
whieb of the eligrblo ontrloi wi Rkt boot. 
All dotiiiono vrill bt flool Ont prm will 
be ewordori in each ef the Inn eete* 
gonee 1b receivn e bet el whmere, eond 
your request te the oddieos ehovo el tor 
Augoet 31,1998 

Allow 6-9 weeks for delivery All prizes 
will be ewerdod end wnineie will be nett- 
tied by men. frires ers oontieoofereble 
•od m lubstitotHms ere ellowod except 
by the epomor, who leeinee the right to 
iubotrUrte e prse ol eqoel or greeter 
value rl an advertiud prize n unavoileUe. 
Tazoo, rf any releted to the pme era tbe 
responsiblOty ol the radvidMl wnmaie. 
Winnara wdl ba requited to execute and 
raturn e stgned ellidsvit (if undarlB then 
sigeed by perant or legal geardranf wbieh 
veril wn airgibility name, age. that the 
anaga submittad is aotiraly their ewa 
eraatien end which eesigns te NOA ell 
right, tiUe end mtewnt m their entry 
withoet lortbarcempoesaHoa II the 
anueere do not return the elfidavit mA 
Nebility release within 14 days ol eotifi- 
eanonettempt thee the prize wifi ha far- 
leitad ami an altaraata wNinar awardal 
Lbalt eaa prize par beeaehold By accept 
thair prizaa, wiuiers ceeaent te the 
•so el their eomn. pbetogrophs, or ether 
likenosees for the purpoee ol edvertiee- 
meete or prometiooe oe beholl of 
Mntendo Power megerme «if NOA with¬ 
out further eofflpeeeetioe 

Some reetnctione epphr Wbd eely n 
the U S end Canade (aecludlng Ooeheef 
Wid where prohiNted by law. Net open to 
enqrioyees of NOA, fta affilrates, ogam 
eiaa or their onmedinte fnmilkas. ^a 
eontast n aubiect to all fedard, state, 
provincial and local lawa and legulatKme 
Centeat apensorad by Nintendo el 
Amartca. 


MISiKl 


NINTENDO POWER 
FUNTOGRAPHY CONTEST 
P.O. lOX 97085 
REDMOND, WA 
98073-9785 

•r itun antrias and a*mall tham tas 
<antast@funtography.<om 
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This round witl separate the 
pretenders from the con¬ 
tenders. Winning teams will 
qualify for the finals 


This final tourney is for 
the international cham* 
pionship 


oj*n 


Each division holds its own 
six-game tourney The top 
four teams in each division 
will advance 


In this multigame contest, you'll be awarded victory points 
for each win or draw, and the teams with the most points 
will advance to the next round of play You'll be given a 
password after each round. 


REGIONAL 

OPEN 


QUALIFY 

OPEN 


If you thought that die Came 
Boy format was too small for 
good sports games, then 
think again International 
Superstar Soccer '98 bal¬ 
ances the size of the players, 
the size of the field and the 
speed of the action beauti¬ 
fully, and you never feel cramped or lost as you weave 
through the opposing team's defenders ISS '98 is also 
packed with play modes and features you don't often find 

in portable Paks, including a 
full roster of 30 international 
teams, 14 formations and five 
strategies to choose from. 


TOURNAMENT 


Whether you just want to practice your penalty kicks or try to cap* 
ture the international championship, ISS '98 has a mode to fit your 
mood. Let's head down to the pitch for some all-out action! 


OPEN GAME 

Any two teams can to go head-to-head 
in this single-game challenge Will it be 
a meeting of champions or a David- 
and-Goliath contest? 


it. P-K. 

The P K mode is a great way to practice 
for those tense tie breakers. You can use 
the Control Pad to adjust the angle of 
your kicks and blocks 


































INTERNATIONAL SUPERSTAR SOCCER ‘98 


\SS '96 allows you to combine any of the 14 team formations with any of the five 
strategies. The strategy setting determines how aggressive your players will be and 
where they'll likely position themselves on the field 


These formations work best with an aggressive attack strategy. The numbers shown 
refer to the number of defend^s, midfielders and forwards on the field 


The 3*4-3 forma¬ 
tions give you the 
most up-front 
striking power, 
good for forcing 
turnovers 


If you needjusta 
bit more defense, 
pick a 4-3-3 for¬ 
mation to head 
off those sideline 
attacks. 


If you like the 
short passing 
game, then 
give these a 
try \bu won't 
be disappointed 


HEAD THEM OFF 


Sometimes you just need to hold die line When it's crunch time, 
these formations will definitely come in handy. 


The 5-4-1 forma¬ 
tions are the ulti¬ 
mate in defense 
Few shots will 
get past these 
walls! 


If you have a 
weak defense 
but a strong 
offense,those 
formations can 
help balance 
things out 


These formations can work well with almost any strategy or situation The key to 
making them work for you will be to handle your midfielders wisely 


With these for¬ 
mations, use the 
fastbre^3k force 
a turnover and 
then lob the ball 
to the forward 


Vburfour mid¬ 
fielders can pro¬ 
vide both strong 
offense and solid 
defense at a 
moment's notice. 


You can pick any strategy from mild to wild, but a lot will still depend on control¬ 
ling individual players. "SD ATK'’ will focus players on sideline attacks, and 


THE NUMBERS 
GAME 

ISS; '98 includes .30 divided into six 
remoiitil ^tvisioite, and lifeVeeach 
squad on its off^ive> defensavu and ove^' 

all skill leveU- , ' 


TEAM OFF OEF AVG 

ITALY . 73 .17 

FRANCE 73 81 76 

GERMANY 73 81 76 

NORWAY 71 77 73 

DENMARK TO 77 78 

WALES 69 74 71 


HOLLAND 73 ' 88 . 77 

ENGLAND 73 80 78 

SPAIN 73 B1 76 

PORTUGAL 70 75 72 

BELGIUM 89 74' 71 

AUSTRIA 65 75 69 


YUGOSLAVIA 73 79 75 

CROATIA 72 78 75 

ROMANIA 71 76 73 

BULGARIA 71 76 72 

SCOTLAND 70 72 69 

SWEDEN 70 76 69 


NIGERIA 
CAMEROON 
S. AFRICA 
MEXICO ' 
U.8.A. 
JAMAICA 


BRAZIL 

ARGENTINA 

COLOMBIA 

PARAGUAY 

CHILE • • 

AUSTRALIA 


NORMAL 


OFF ohwtsive Ability' 

OEF Defeneive Ability 

M/6 Averege ecore of OFF and OEF 


COUNTER 
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A slide tackie from behind usu" 
ally nets you a foul and a yellow 
or red card from the ref. 


Two yellow cards equal one red 
card. If a player gets a red card, 
he's ejected from the game 








The first thing to do, of course, is to get control of the ball If the other 
team has the ball, the computer will automatically give you control of 
whoever is the closest to it If you're running after the ball carrier but 

— can't catch up, simply stop 
running or run the other way. 


The computer will soon 
switch you to someone else 
To steal the ball, you have a 
choice of either a soft tackle 
or a hard, sliding tackle. 


and responsive control,. ISS '98 is actually quite 
easy to play Mastering it, however, is another story There are three difficulty 
levels, and the International Cup mode just naturally gets harder as the tourna¬ 
ment goes on. We have, however, come up with strategies that should get you 
started on the long road to victory 




Because the field is shown at a certain angle, it's 
easier tomake sideline attacks along the bottom 
edge Before you pass, tap Up to see if a team* 
mate is in the correct position to accept it 


Check your players' c<vidition 
before the game Place healthy 
players in the wing (sideline) 
positions to make sideline runs. 


WELLAR 


BALL CONTROL 


In this game, there are no fancy ball handling tricks, like 
bicycle kicks or even headers, there's just stealing, passing 
and shooting. There are ways , though, to give your players 

the advantage in 

battle for the ball First 
all. It helps to memorize 
formation before you 
a match and to keep 
eye on the bottom of the 
to see the name of 
ball carrier 


\bu'll have to rely on spaad 
and player movomant, not 
fancy kicks or dribbling, to 
keep possession of the 
ball If you're being ch a sad 
or charged by a defender, 
spin around 




When a defender is close, 
turn away from him and run 
around inacirclethat^at 
least the width of a player's 
body If the turn IS too tight, 
this trick may not work 
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If you're lucky, the spin will 
cOTfuse your opponent, and 
he'll freeze in place for a sec* 
ond, giving you time to break 
away \bu may have to spin 
twice for this trick to work 


SIDELINE RUN 


— *i^^©ne of the more effective ways to penetrate your opponent's defenses is 
to use the,sideline attack. First run up the field, staying close to the side¬ 
line. When you draw near to the penalty box, pass the ball back toward 
the middle of the field to a 
•Wilting teammate. From 
there, you can make a strike 
on the goal. 























INTERNATIONAL SUPERSTAR SOCCER ‘98 


END RUN 

A variation on the sideline attacks is what we call the end run play Instead 
of passing the ball back toward the center of the field, hang on to it and 
continue toward the goal Spin around to shake off any defenders and then 
run toward the goal at an angle, aiming between the goalkeeper and the 
goal. Don't shoot, just run the ball straight in! 




The goalkeeper won't react 
as quickly to an attack from 
the flanks as he will to a li i 
frontal assault Don't ^ter 11 1 
the six*yard (inner) box until ^ 
the last second, or the keep* 
er will dive for the ball This 
tnck works best early in a 
tournament Once you reach 
the Qualify Open, keepers will start 
defending better against this attack 




If you're fouled while m the 
opposing penalty box, you'll 
get a penalty kick It will be 
just you against the keeper, 
so make the shot counts 




Another sneaky trick is to run the ball into the opposing 
penalty box and run in circles With luck, you'll be able to 
fool a defender into making a slide tackle If you're run-' 
ning in circles, there's a better chance he'll mistime b 
tackle and hit you from behind He'll draw a foul call -in 
you'll get a free shot at the goal. If you're lucky, t 
defender will even got ejected! « 


Besides the usual head-on attacks, there are a few sneaky things you can try that 
are perfectly legal Just remember that the computer isn't so easily fooled on the 
medium or high difficulty levels or in the advanced rounds of a tournament. 


When making a corner kick, always take 
a shallow angle back toward the goal. 

This will put the ball into the best spot for 
a strike If you're good at scoring off cor¬ 
ner kicks, you can try to fool the comput¬ 
er into giving you one Run the ball up the 
sideline and spin around right next to the back fine. When 
a defender tries to steal the ball, he may run or kick it out. 









































MvincIWt OFF No HidH lMul») OFF 

All Qvtti OFF Turbo Modo OFF 

fend InvltiMi OFF Fill Anlnillon OFF 

Infiolto Ammo OFF Slow Animoilofl OFF 

OK Modi OFF Foomy RocfclH OFF 

Tiny Son 1 OFF 2x flootot I OFF 

PilAlbill Modi OFF 2x6rinidiL , OFF 

MMm , OFF OFF 

LitW* • ^ OFF 2x Thwing Knifi OFF 

QeldiA Qun^^ * OFF 2x Hunilno Knl^o OFF 

Slivtr FF7 V. OF^ ^x Uiv OFF 

OoldFF? OFF iS_ 
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mENDQ POWER 


Bl^nVlJCEMSi TO ^ 

CHEAT 

Nothing's fair 

iT world of espionege. so il% e j 
| l good thing we have oar Cheets- 
- ifyatfheveafl23oftliam;«eiid 
es e pic of your faHy-looded Cheat Mane. To find 
oat the raqrirements for ncces^ 

’"ins each cheat, aef your'eights 
!. on Classified laformetion in 
^ — - Volume 10L,- '—' 


CASINO 

ROYALE 

James Bond^ lecky number 
ia 007, bet 21 will be yosr lecky namber 
for this Game Boy 
chellenge. Try your luck et 
the Bleckjeck tehles, than eend 
ae e snapshot of yoef 
biggest winnings. 


BIRD am 

BOARDING 11 

if yoe've earned Pende Man and can 
pull off every move in Training I 

Mode's Trick Uet, yoe can hit I 
the slopes on tile back of e 
pengein (for more details, reed oar 
. . 1080° Snowboarding review in 

Volume 107). Send us e photo ‘ 
of yoar Pengein Board, and yoe'll enter . H 

tbcArcnal ^ 


'MMAGt 


SNOWBOARDING 
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GOLDENEYE 007 
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AneNA Art 


THE GOLDENEYE GALLERY 

Youll ni;i;d a keen tyB to be a spy, so, in Volume 105, wc asked 
our GoldenEye gamers to try their hands at redecorating. Armed 
with paintball guns, a iew artistic gamers came up with these 
clever creations. 


A/an CtontZf Concord, NC 
If you Squint rRally hard, it looks 
like the famous James Bond 
sniperscope intro 


Robert Couison, Phoenix, AZ 
Isn't that |ust Bond's luck^ He 
throws a party and na one but 
Russian soldiars shows upi 


Chris Lonicki , 
Rockim, CA 
He has 
uriaals for 
eyes asd ha's 
looking out 
for number 
one^ 


fustin Peachey, StevensviUe, Ml 
Free advertising in the Aztec 
Complex. ^ 


Pdym HAve V/h'fr it 

Sgifl us challenge ideas 


loRAthanffamner loncsboro, 

Andrew F^raza, Highwood, II 
Mike Kapadwr Cherry HiUr >4^^ 

Jon Hanson, Fergus Falls, MN 
Jonathan Bryant, Burlington, NC 
Zack Gasionw^ki, Tinley Park, tl 
BRiiiSoii Jang, Sarat^a7L/f 
John Sadipic, Eagle, CO 

BiaoirKOUG RACiNd 

fastest Times for Darkmoon Caverns (VoL 1 

Adam Kilgore, Billings, MT 1 

Jason Fran k^ ^ k oclrford>Jl—^ 1 

Apdrew Peraza, Highwood, IL ^ 1 

Jon Hanson, Fergus Falls, MN ^ 1 

Kan Zhu, Tempe, AZ 1 


ANSWERS TO VOLUME 108 

WHO AM EYE’ 

Fox McCloud 


1:53^1 


A CLOSER LOOK. 

X BIflst Corps 

2 Castlevanio OrsculaX 

3 Diddy Konp Racing 

4 WCW Vs NWD 

5. The Legend of Zelda. Lmics 
Aw3kefiing 

6 SnnFranoscofM 

7 Y:ishis island 

8 James Bond 007 


Matt Undeovood, Mifbank, SD 
Jonathan Hamncr, Jone^ro, GA 
George Evaogclopoulos^ Sugarland, D C 


E*mail us with challenges and suggestions at 
a regain intendo.com J 

'JDITsend enTrics 

e Power Player's Arei^a, P.O. BOX 97033 
S Redmond, WA 9B073-9733 


Nathan Gray, Thomson, IL 
Mike Kapadia, Cherry Hill, N 
Shaun Khoeis, Cluriotte, NC 


^Set TZTw B paint SHcr 

■PTJt ^ In addition to . 

exploring Top J 

-J^wm • Gtsar Rall/s mile& 

iMr ^ ^ roadways, rao 

. ers can explore 

' their artistic sides with the 

game's Paint Shc^ mode. 

^ Show us your artistic side 

by sending us a photo of 
your customized auto. Your 
paint jobs don't have to be 
, as impressive as these-just 

^ p 0 . be creative. If your entry is 
^0 aj^ Jg one of our favorites, you'll 

fiOT In gin upcoming issue 

Mvttl^riauet ®rNP! 

Turner Valley, 

Albarta, trans* 
formed his ride 
into a tigarand 

v«*4v«rina. 


TtianKs tu NOA'a Cnna CampibeH 
Yosht's Story li now a part oi Top 
Gtar Rally. 


whil. having yourv 
K G..AflY4F PiCKEnS, sc 






























The biggest game since Super Mario 64 truly sparkles 


OVERALL RATIIMG I 


BnnJO-KRZOQIE 


Nintendo/12S Mi|ibits 
1 playijr 

3 gam* sr.ve files 
Rumble Pak compallbh 
9 worlds 




CRilPHICS 


JB PLRV QOnTROUB.S CRtnE DE51cn=9.3 S))TI5Fl1CTIQn=g.5 50UnD=9.O 


' There 


? central 


Once again Rare has ral&jd the standards of 
video game graphics with this richly textured advertture for 
MintonHn, animation to thi’ useof sp#'- 

cial lighting and transparency effects dazzles the player 

With 24 moves to learn, it might seem 
as It Banjo Kazuoie would be difficult to learn. Not so 
Bottles the mole is there to help 


are many 
between 
Banjo-Kazooie and 
Mario 64, 
the use of 
levels con¬ 
nected by a large, 
world But 


SCORES 






in Banjo-Kazooie are completely fresh, and the charac¬ 
ters have mure of a luud nioullied altitude than iMario 
and crew 

Everything works well in this game 
The experience is absolutely captivating 
P i TIT i Ta Characters use individualized vocal sounds 
when text dialogue boxes appear, adding to the flavor of 
each character Musical themes and audio indicators add 
extra depth to the play 

Scott Banjo-Kcizoo/e fs the best of 
its breed L)dn Great puzzles and challenge 
Armond The graphics are phenomenal, but 
what's cool IS that they're just a teaser for 
the incredible game play 
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ZS BIO PRERKS 

• Midway/128 Megabits 

^ • 1 or 2 players simultaneous 

• Controller and Rumble Pak compatible 
A 'lOtlghters 


MATURK 


a (w Ml 

fi 


There’S a lot more than treaks to this tournament 

The developers at Saffire managed to add just 
the right touch of post-industrial grunge to these very orig¬ 
inal fighters and their perilous arenas Shadows, lights, 
rust and bubbling pools of acid all add to the atmosphere. 
The blood and dismemberment is overdone 

p-^st but simple describes the fighting 
style you'll use in this game Many of our evaluators 
called It the fighting game for non-fighting game fans 
Using the "enable" options, you can handicap the CPU or 
yourself to decrease or increase the challenge. 

Blood, bullets and humor must have been 
on the minds of the designers when they molded this fighter 
It's hard to take the characters too seriously, in spile of lopped 
off limbs and heads. Some of the options, such as the first-per¬ 
son perspective, are cool mainly as a diversion rather than as 
a serious fighting option. (If you can master fighting in first 





tighter 

person, you totally 
rule j The jet boot 
option that allows flight 
IS a great added touch. 

cnjHTwrnii 

Biotreaks has a certain 
flash and appeal, but it 
may not have the lasting 
r^lay value that die¬ 
hard fight fans want 


sounD 




The voices, the background effects and 
music are well suited to the theme 

Scott I liked the variety of fight¬ 
ers, arenas and options. Terry Torn limbs and 
spattered blood gets old after a few matches 
Paul- "/f's only a flesh wound 
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eVEPlYONE 




• a OPPRORD CHRLLERGE 

I J ---- ■: 


• MIdway/6 meg .bits 

• 1 or 2 players simultaneous 

• RumbI; Pak compatibl' 

• 6 courses 
« trucks 


Midway brings another arcade classic to the starting line. 

Expect the arcade look and feel on this N64 fronrlhe arcade game, 
conversion The background elements seem flat, but the 
detail level is fairly good, particularly on the trucks. Frame 
rate could be <i bit faster, but the sense of speed (and the 
sense of jouncing over bumps) is very good 

If 

you've played Cruis'n USA-and who 
hadn't-you know what to expect from Offroad Challenge 


The control has that 
arcade feel, which 
means that it's easy to 
master, but it's about as 
realistic as driving a 
truck with a thumb* 
steered joystick 

T h 1 s 

game is a straight port 


and it doesn't include much in the way of surprises Four 
of the trucks are accessible only by a secret code 

We would have liked to see more 
courses and more trucks Even so, the racing is fun, par¬ 
ticularly in two-player mode 

|r]i/hfii| The background sounds, such as planes and 
trains, tend to be garbled, but the trucks sound fine 
(^iriiiiP:rife|^ Scott. If you love the arcade Offroad, 
then you'll probably like this game, but most race 
fans will expect more than they get The lack of 
tracks and trucks is a huge oversight Paul 
The girls look good, but that's about it It's 
like driving a '72 Buick with overboosted 
power-steering-no road feel. 


SCORES 


f4Ct 
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OVERALL RATIIVG 


TlllUii^ 


fVEinONE 


Acclaim/96 Megabits 
1 to 4 players simultaneous 
Controller end Rumble Pak compatible 
MLB end MLBPA licenses 
Cheat menu 


PLAY con 


QlMPHIC5=9.a RilV CatlTROUTH CHIDE DESiCn=8.1 SHTISMCTIOn^S.! 50UnD=7.6 
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UJORLD CUP '98 


EA Sports/96 Megabits 
1 to 4 pleyers simultaneous 
Controller Pek compatible 
40 teams 
Historical mode 


m 






SPORTS 


SCORES 


D-8.0 


The latest, greatest soccer experience in the world. 


The graphics in World Cup '98 are even 
more refined and realistic than the graphics in FIFA Road 
to the World Cup '98-and that's saying something Along 
with All-Star Baseball '99. World Cup '98 stands out as 
one of the two be st looking sports game ever 

World Cup '98 features a new play-call¬ 
ing system tor directing your team on the fly. You'll also find 
special controller-activated moves that allow you to pull some 
outrageous stunts^ such as faking an injury Although there still 
can be slight dela^^ in actions, the overall feel is very good 

vvorld Cup '98 may not be a huge leap in 
quality above Road to the World Cup '98, but it is improved 
in every area and the better game of the two The historical 
mode lets you play with some of the greatest soccer teams 
and players f rom the past six decades A nice touch 

You won't be disappointed with tins game 


£Rf1PHICS=8.7 PLHV C:anTRQL=8.2 CHIDE DE5ICn=7.S SHTI5FHCTian=8.2 5aunD=8.3 



The an¬ 
nouncer b play-by 
play comments are 
keyed precisely to the 
action 

Scott 

For now, this /s the 
game But ISS '98 
may challenge it 
very soon Ench The 
moves and plays emulate true soccer strategies 
Paul This was worth the wait Terry This 
game is too much like FIFA. Road to the 
World Cup, but if you don't have that ver¬ 
sion, pick up this World Cup 


OVERALL RATIMG 
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Take It out to a ball game. 

■ffSfSTjnnH The developers nt Realtime Associates did a 
solid job for Acclaim in this Came Boy version of AlUStar 
Baseball The batting view is excellent but the blank 
screen that follows a hit can throw off your defensrve 
moves Animation, although a bit slow, looks convincing 

Players have good control at the plate 
and on tlie mound The speed of defensive players would 
make a turtle look fast [ • 

The result is that you 
should expect to give 
up extra bases because \ 
fieldi ng 

Acclaim really packed \ 
this little baseball game 
The modes include 


from the '97 season. v^u vvon^^ 

able to save stats from the season you're playing currently 
I3?nET ^B iriTil AlhStar Baseball '99 for Game Boy is 
good competition for Ken Griffey Jr. Presents MLB, but 
unlike Griffey, it doesn't have multiplayer or saved stats or 
Super Game Boy enhancements 
EfiirffKl Good sound effects and weak music inspire you 
to turn down the volume on your Game Boy. Silence is 
golden 

lifiiiiniialT H Scott It's a good play, but I prefer 

Gn/fey Sot Game Soy on a/most every count 

Terry P\tch\r\g, hitting and fielding are easy 

to master. Paul: It's tough to see where the 

ball IS on the batting screen—what's in or Jf ^ 

out, high or low. m / 


\ riLL-STHR BRSEBRLL '99 


CVERVOKE 


Acclaim/4 Megabits 
1 player 
Pesswords 
6 modes of play 
MLB and MLBPA licenses 


CRHPHICS 


SDUUD 


comrnEnis 
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A not>so-simple puzzle game from Acclaim. 

The two elements that really matter in this 
the cursor and the tiles-are easy to distinguish, making 
the basic moves simple to perform There's no razzle- 
dazzle, but when you're aiming for deep focus, who wants flash? 
|;^i:fifiri|tffTiif Shifting and rotating the cursor square 
IS the only real move in the game Both of these moves 
work smoothly 

Brain Dram is a deceptive puzzler. The 
first few puzzles are so easy that you might discount the 
game But after a dozen or so levels, the complexity 
becomes quite interesting and the clock finally becomes 
a factor. The inclusion of bonus levels, teaser blocks and 
special power-ups all add to the variety and interest of 
the game 

Tetns Attack players and other puzzle 
fans who love complexity masked as simplicity will enjoy 


TIME 






draining thuir brains 

With two hundred levels to puzzle Through, you coul 
spend a lot of time with Brain Dram 
K?SIII{Ti] The sound provides a useful timing clue since 
the music changes as you near the time limit 

Scott The game started to grow on me 
after a few dozen puzzles Dan* It's like those plastic ’ 

slider puzzles-sim- 
pie but addictive. It 
seems a little too 
I easy at first so 
, you have 
to stick 
with It 


aacCAa 

aa<i<i<^a 
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Konami scores big with a superstar tor Game Boy 

Even on the small screen, the graphics tn 
International Superstar Soccer look terrific-certatnly the 
best of any Game Boy soccer title Although you don't get 
much of a frame rate, you can still see the nuances of 
player moves such as fakes and fouls 

On the pitch, play control is pretty 
much limited to the basics, such as dribbling, passing, 

shooting and tackling, 
f > 3 players can set up 

& t formations and strate- 

. I even more to their 

•. ^ . T control of the action 


match, an Inter- 

national Cup, and PK. moo^e, vmicn is a snootout Al is 
pretty good, but there are a few defensive holes 
i-'&iUriziUiuiID ISS 64 made its martc by giving players 
the most user friendly soccer interface ever ISS for Game 
Boy does the same trick on the smaller format Soccer fans 
will want to check it out 

Unlike the N64 version of ISS, this Game Boy 
CGusin doesn't leave much of an audible mark There's no 
voice, and the music seems wrong for sports 

Scott / sttll Itke the old Nmtendo 
World Cup game, but thfs new ISS fs nrore reahs- . 

ttc and just as much fun Erich This ts a great g 
conversion from the N64 game. The graphics f 
are ctean and the play control is simple. Paul 
A tad slow, but everything moves to scale, / E i 


Konami included the 
basics an exhibition 


• Konim!/2 megabits 

• 1 phyer 

• Pnsswor4s 

• 3 modes of play 

• Sup'r Gam* Boy enhancements 


A DtJUROKIC 


GfllTIE OESIGD 


8 OORAMOVIC 

o 1^1 i»fo«c'n 


7.0 CrtniE DESICn»B.S SrtTISFUCTian^T.S SDUnD= 6.2 



U* Keai-time actions are responsive, ano 

menu options are easy to use, making FFA the easiest to 
learn of the rereleased Final Fantasy Came Boy games. 
W efiiUiTynini Although FFA isn't a true RPG, Final 
Fantasy vets will recognize many elements of the series, 
including the mix of magic and technology More impor¬ 
tant to the game play is the size and non linear nature of 
the game, with lots of exploring, chopping down trees and 
talking to characters 

irfflfe^Wiiiiii Zelda fans who haven't experienced FFA 


PIHRL PRnTRSV RDUERTURE 


EVEQVONC 


Sunsoft/2 Megabits 
1 player 

Battery*backed memory 


commEnis 
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GRmE BOV CRmERR 
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• Nlntendo/8 Megabits 

• 1 photographer 

• Game Boy required 

\ • Game Link lo another other Camera Is possible 


«vihvi:ne 
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Game Boy Prinler compallbic 



The most unusual and creative Game Boy software ot all time. 


GRHPHICS 


The number of thing’s you can do with the 
images is the impressive part of the Came Boy Camera 
program The actual images tend to be grainy, particular^ 
ly when the subje ct is not close to the camera lens 

The Came Boy Camera program that 
runs ail the options is fairly easy to navigate, but there are 
some hidden commands that give the interface a more game- 
hke feel Cursor controls in the paint program are a bit limit' 
ed, but you do have control of pen size and cursor speed 

The level of depth in the camera 
program is amazing Not only can you create fun, still 
shots, panoramas, animations, and music, you can also 
play games with your creations 

It's easy and fun to use The games are 
very simple, though, so don't expect hours of gaming This 
IS a creative program along the lines of Mario Paint, 




SSUnr^The sound 
IS very good, and you 
can edit and create 
your own DJ tunes 
Very cool 
ItiWiiTaijjpi 
Jason fhe bpeaal 
effects and DJ feature 
make this far more 
than a gimmick or toy 
/'m taking way too many dopey pictures of myselt 
and sticking them all over my computer, car and 
apartment Terry This is breakthrough technol¬ 
ogy, but It does have limits Dan As the Cat 
in the Hat would say, "It's fun to have fun but^ 
you have to know how " 


SCORES 




EURLURTORS 

Our evaluators have spent years 
playing and evaluating games for 
Nintendo and Nintendo Power, They 
all have their favorite categories^ but 
they play and evaluate every game 
we receive. Follow your favorite pro 
In each issuers Now Playing, 


A^IMQiUl-nahtlng, fflHiS, MvciiUjits 


fWAATV-Saarts, itctien, Mumtom 


liAiv>actian. Atfvsntfra, ^orts 


P/MJL-nvhtins, Sports, Sfmutouono 


KQTTIf Rl-Spcrts, Sunulftiono, ittumum 


MflCH^poriB, HPCs^ i^dumureo 


HdVRY^FIgheing, itctlon, sipofto 


SDiujA-Fuoares, rpc». fighting 


fjERiiY-RPCo. Slmuiattons, Punln 


JASDUiHldveRtureo, action^ Puaan 




RRTinGS 

Each Pow^iT Meter category b wcb^od to reilect its 
overall rmporiancc. f. ^1 that Satisfoction and Came 
Desk^ are the most in^)ort?nt ai\ as, dosely followed 
by Play Control and Cri^)hics. Sound tends to be less 
importintform«:S4m«. ^ SAME 


GWAPMICg ; 20% ^ tBATiSFACTIPm? 25^ 



RGE RRTinGS 

lliese are foe official ratings from 
the Entertainment Software 
Ratings Board that reflect appro¬ 
priate c^es for players. To contact 
thcESRB call 1*800-771-3772 


n inm 




prior %o eho cummeitc»- 
ment af the retlnge 
■yoeem are flaalynetetl NR 
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All Ages 


Early 

ChUdhoad 


URTIURTI 


ntrluvv 

117- I 

Adult 

118 - 1 
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3*D ihQQotmy goes ballistic! 


SUPER MAR ORPG2 


Power Source takes the field. 


AS INDUSTRY'S TOP 
VIDEO GAME TAL 


he creator of the most popular 
video games of all time will be hon¬ 
ored by the Academy of Interactive Arts and 
Sciences during the first annual awards cer¬ 
emony at E3 this year Shigeru Miyamoto 
will be inducted into the Hall of Fame for 
his contributions to the video game industry 
We can't think of a better recipient. In fact 
It's going to take some doing for any other 
developer to even be men¬ 
tioned in the same breath as 
the great Miyamoto His 
games have sold literally in 
the tens of millions of 
copies around the world 
His characters have moved 
on to television and movie 
fame, not to mention 
appearing on countless licensed products. 
His contribution to Nintendo's success over 
most of the past two decades can hardly be 
calculated 

"We established this award to honor 
those individuals who have made the most 
enduring, ground breaking, and seminal 
contributions to the world of interactive 


entertainment and 
information/' said 
Jim Charne, exec¬ 
utive director 
and president 
AIAS "Mr 
Miyamoto has 
been instrumental in creating an entire gen- 
eration of avid video game players and has 

helped to make this 
industry the 5 billion 
dollar industry it is 
today" 

It's clear that the 
video game world 
would be a completely 
different place without 
his wonderful imagina¬ 
tion, his love of fun and exploration, and his 
determination to create the finest games no 
matter what it takes. This award comes at 
the debut of The Legend of Zelda-Ocarina 
of Time, possibly the greatest game in his 
growing library of masterpieces, which 
brings up the question How many Hall of 
Fame awards can one person win? 
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J ust when you thought you'd seen 
every possible move, pose, throw 
and pm, THQ comes back with a new 
wrestling game, WCW/NWO Live Is it 
overkilR We don't think so Asmik, the 
same developer that pul the holds and 
headbangmg into last winter's hit title, 
WCW vs NWO. World Tour, has done it 
again, but the wrestlers are bigger, meaner, 
and louder than before 

For Blc Fl«lr*8 
rotironent fund 

This ring romp features 50 of the top 
wrestlers from both the WCW and NWO, 
and the game more closely follows the 


actual senes of 
events as seen on 
TV As the game 
progresses, play¬ 
ers will be able to 
track wins and 
losses and follow 
the intricacies of 
who has the title, 
who had the title, 
and who is bent on getting the title In the 
mam Championship mode, players 
choose their favorite wrestlers then battle 
randomly selected opponents, winning 
titles and belts as they go It's a lot like the 
season mode in other sports games In the 


Battle Royal mode, up 
to four players can join 
in simultaneously as 40 
video wrestlers struggle 
for the crown. In this 
royal rumpus, four 
wrestlers are in the ring 
at any one time 
Defeated wrestlers are 
replaced by fresh meat 
and the last man standing wins the title 

Wh«r«*s theDlng- 
Dlng Ctuy? 

This bigger WCW game also includes a 
Spirit Meter, more weapons than the previ¬ 
ous game, and instant replays of 
spectacular finishing moves and sub¬ 
missions so players can bask in their 
moments of glory WCW/NWO live 
will also include hidden wrestlers 
who become playable only during 
the course of play Players will also 
have to deal with angry wrestlers 
who want to pick a fight Even the 
crowds will be rowdy and ready to 
bmwl The early results are very 
promising By this fall, the real test 
will be at hand when WCW/NWO 
Live IS released in prime time. 


"That’s gonna laava a nark.” K. Nash 
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>andt-on prcTlcvt of upeoiilng gattos. 



pace IS a dangerous place You've 
got your exploding super novas to 
worry about, comets raining out of the sky, 
cosmic rays and, of course, hostile, blood¬ 


sucking aliens who have noBiing better to 





do than threaten the human race. In 
Kemco's upcoming space shooter. 

Knife's Edge, you'll be able to do 
something about this last threat, 
using lasers and a powerful arsenal 
of special weapons to blast an army 
of alien robots and mechanoids 
who have invaded Mars Dropped 
from orbit in an experimental fight¬ 
er, you must clean up Mars and 
save the human colonies. The 
action takes place in a forward-scrolling 
corridor You are the gunner and weapons 
officer, so you don't have 
to worry about steering 
All you do IS frag aliens 
and grab power-ups 
Knife's Edge is a 3-D ver¬ 
sion of the venerable 
forced-scrolling space 
shooter genre like R-Type and Cradius The 
early version we played included a heads- 
up targeting system and cool-looking 




Martian terrain Clearly the development 
team at Kemco in Japan has been 

having fun with 
the N64 The explo¬ 
sions, special effects 
and cinematic cut 
scenes are all impres¬ 
sive Unfortunately, 
even if you clean up the 
bad guys in Knife's Edge, there's still not 
much you can do about exploding stars 
Space IS still a dangerous place 


BOMBERMAN HERO 





4 


omberman Hero, a game that 
Hudson created in Japan, will be 
released this fall in North America by 

Nintendo 
This marks 
the first lime 
that the 
Bomberman 
character has 
had a true 
action-adven- 
lure style game with full mobility This B- 
man can jump up to a ledge, grab hold of 
It, and hoist himself up, just like Mario in 
Super Mario 64 could In fact, Bomberman 
Hero IS more like Super Mario 64 than it is 


1 ^ NINTENDO POWER 


like Bomberman 64 In addition to the new 
moves, Bomberman also makes use of 
some cool technology, such as the Bomber 
Marine submarine setup, which allows our 
hero to cruise through watery worlds This 
IS a true adventure starring Bomberman 


jllir 01150 



instead of a puzzle game attached to 
the traditional Bomberman multiplayer 
game We think it's the best thing to 
happen to Bomberman since the fuse, and 
It may finally bring Bomberman the fame 
he deserves 
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ne of the greatest toys of all time 
will soon have a new life on the 
N64 LEGO Racers from LEGO Media 
makes the most of the LEGO name by 
allowing players to construct their own 
race cars with virtual LEGO pieces Once 
they've built their perfect machines, they 
can go head-to-head with other racers on 


LEGO tracks with pirate, 
space, castle and other 
themes As they win races, 
they'll collect additional 
LEGO sets they can use to 
build new cars Racers can 
find hidden elements and 
LEGO characters scattered 

about as well 
The developers 
at High Voltage 
Software also 
say there will 
be a power-up 
system To give 
you an idea of 
the types of tracks you'll 
encounter in LEGO Racers, 
the developers sent these 
cool sketches, which are 
being used to design the 
game We haven't had a 
chance to play LEGO Racers 


yet, but since we spent most of our early 
years building LEGO cars and worlds, we 
felt that this article belonged on the play 
test page Well before the time I EGO 
Racers is released, perhaps in the first 
quarter of 1999, we expect to have more 
hands-on news for you 








Super Mario RPC 2 may still be a long way 
off, but epic gamers and Mario fans in 
North Amerioi may well start counting the 
days once they see what's in store for 
them. The most striking element of Super 
Mario RPC 2 Is the unique artistic style of 
the game world and characters. Whereas 
Yoshi's Story gave players a 3-D look in a 
2-D game world, this game has a 2-D look 
in a 3-D world. The result is a sort of ani¬ 
mated painting. Within the artistry, 
though, you'll find femiliar friends and 
foes from the Mario scries. Goombas and 
Koopas may even turn out to be your 
friends, as seen in the screen shots here. 
The battle scenes use a system similar to 
tiiat found in Super Mario RPG for the 
Super NES, but companions do their own 
fighting without the need for your com¬ 
mands. The develc^ment team at HAL in 
japan hasn't revealed much about the 
story yet, but from what we've seen, ft's 
going to be super. 




Jest es in Seper M vio RPG for the Seper 
NES. Mono chooses betweeefour ections 
donng bottle 


It looks like theHemmer Bros, were cere 
less with thar mellet egan. In the photo 
below, Merio is|oined by efrieitd. 
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Wh«t*s breaking In the world of gn^ewi 


Conk«r*8 Foeket TsIas 


Conker, the bushy-tailed hero of Twelve 
Tales: Conker 64, will star in a second 
game this year when his first Came Boy 
adventure is released Pocket Tales 




includes fiendish puzzles, hidden secrets, 
over 30 enemi^js and six bosses in an over* 
head, RPG*action style game along the 
lines of Zelda. Link's Awakening. The 
adventure moves through seven sprawling 
worlds and more than 100 sub levels. It's 
battery-backed, Super Game Boy 
enhanced, and it's from Rare What more 
could you ask from a game? We've already 
started saving our acorns. 

Vortical take-off 

Hamer. Strike Force from Video Systems 
has a tough mission ahead of it Unlike 
Aerofighters Assault, this N64 flight combat 
simulation will be a true sim Paradigm 
Entertainment, the developer of Hamer, 
hopes to recreate the sense of realism for 
which the company earned its reputation 


as a creator of military flight simulations 
The N64 game will feature the US and 
British versions of the versatile aircraft, and 
Video Systems hopes to include as many as 
SO missions in a 12B-megabit Game Pak 
We expect Hamer Stnke Force to get off 
the ground this fall 

Back to Las Vegas 

Cast your mind back to the final years of 
the NES era and you may recall talk of a 
game titled DefS Vu 2: Ace Harding In Las 
Vegas The game never was released, but it 
will get a second chance, thanks to Came 
Boy Color According to Kemco, it should 
be a fairly easy task to convert the game to 
Game Boy format, and with the new Game 
Boy Color, Deja Vu 2 should be a dead 
ringer for the original game that never saw 
the light of day For those of you who 
missed the first De]a Vu game, Ace Harding 
was a gritty detective who woke up in a 
bathroom stall with a throbbing head and a 
murder rap pinned to his lapel. The first- 
person whodunit followed the old 
Shadowgate formula in which players 
moved between a scries of static locations, 
searching for clues and solving puzzles 
De5^ Vu 2, as the subtitle implies, moves 
the mystery location to Las Vegas For 
Game Boy Color and Kemco, it seems like 
a good bet 

Big scresn, 
little screen 

Disney's Mulan will arrive in theaters this 
summer at about the same time that THQ 
releases a Game Boy action title based on 
the new animated feature Fa Mu Ian's quest 
to restore her family's honor will take her 
into enemy camps and danger. The side- 
scrolling action covers ten stages, and it 
includes intricate puzzles as well as hand- 
to-hand combat using swords and bow- 
and*arrow The game also will feature pass¬ 
words, Super Game Boy compatibility and 
a unique map interftice Just as long as it 
doesn't have a raccoon, we'll be happy 


Nintendo sports 
on-line 

For the past several years, Nintendo Power 
Source has been the home of the best 
inside information on N64 games in cyber¬ 
space Beginning in May, we expanded our 
coverage with the introduction of an all¬ 
sports site on the world wide web. 
NintendoSports com covers the growing 
library of N64 sports titles from Nintendo, 
Acclaim, EA Sports, Midway, Kona mi and 



other N64 publishers. The free-access site 
contains game reviews and special 
inside interviews with members of devel¬ 
opment teams You'll also find 
commente from top sports figures, and we 
have plans to include giveaway contests, 
interactive competitions and coverage of 
major video game sporting events For 
video game sports fans, the place to be is 

wv.nlntsndosports.eoii. 

N6V updates 

The rush to release N64 titles continues at 
Midway without any perceptible loss of 
momentum as we head toward the second 
half of 199B The Big M's need for speed 
will be realized in tiuee new racing titles: 
Rush 2, California Speed and Micro 
Machines V3 If it's speed on ice you pre¬ 
fer, Midway has confirmed that a new 
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Boiio«rii«n V«ro 



Gretzky is on the way for this fall's hockey sea¬ 
son Quake II for the N64 won't come from 
Midway, the publisher of Quake 64, but from 
Activision 

Flsewhere in sports, EA Sports plans to 
release all of the following titles this year 
NASCAR*99, Madden NFL'99, NHL*99, and 
NBA Live '99 Don't miss the first shots 
of the new Madden game in this month's 
E3 special 

Last month we wondered what was going 
on with Duel Heroes from Hudson Soft Well, 
this month we've dug up an answer Electro 
Brain is getting into the N64 publishing game 
by picking up Heroes Hudson has spent the 
last several months tweaking the game play 

In addition to all the other Acclaim prod¬ 
ucts scheduled for release this year on the 
N64, expect to see Re-Volt, a racing game, 
and South Park, which is based on the hit 
comedy series on Comedy Central 

Ocean/Infogrames also has a couple of new 
racers revving up for release this year. V-Rally 
'98 Championship Edition is a four-player, 
eight-course rally game that hails from 
Infogrames CT 64 Championship Edition 
comes from Imagmeer and concentrates on 
city courses 

Sun Corporation has been getting very 
active recently In addition to a flock of classic 
Came Boy rereleases, Sun is looking at releas¬ 
ing two more N64 titles, Magic Flute and 
Chameleon Twist 2 

Take 2 Entertainment told your Pak 
Watchers that, in addition to Space Station 
Silicon Valley, the up-and-coming publisher 
will be producing an N64 version of Grand 
Theft Auto, a hit game from the PC world And 
last, but not least, the rumor in Japan is that 
Ogre Battle 64 is in the works at Quest We 
don't have confirmation of this yet, and no 
North American publisher has claimed the 
game, but the usually reliable source insists 
that It IS true 
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Coming Nexf Issue.... 
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Good mpi^ihgf Mr. Phelps. Ocean of America has penetrated your 
organization and replicated the Mission: Impossible team’s most 
secret operations. Now Nintendo Power Is about to blow the ltd off 
the Intelligence community by publishing an expose of your best 
work. The Seoietary has already disavowed all knowledge of you or 
this game. Good luck, |rm. 


. . —^ Can you liotd vpur ow^ 

a—,— against the likes or Shawn 

• ■-=?- ■: i Michaels, British bulldog 

*’“^**^ and Shamrod(? Or will you 
end up burred in the VVar 
Zone by The (Jndcrlaker or 
one of the other WWF 
superstars? It's a unr-mit 
there, so make sure you know hou to survive by study¬ 
ing next month's eight-page strategy refdew. 


You've read the first-part of our story about 
the birds and the bears, now find out wh^ 

you how to sort out 
the puzzling secrets in 

Bubide Cloop Swainp, I 

Freezeezy Peak and 
CediPs Valjeyl 


See what it's 
like to face at P* 
'the edge of. the ^ 
speed of soi^d. 

YiiuY, first test 
ridvj Will be here jJJ'^ 

in liilv ' ' V 


Quest GA- 

Qiiest 64^s Celtland is the setting for 
N64 adventure. Do you know I 
H^re to look to find the mystical 
Eltele Bopkf Next 'month's r^iew 
has the hints and ikets for kteping . 
you on thu road to high advimture. *« 
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T)ies« N 111 lendc) Powrr issues are avai Ubic ind i vidiiall y. Add 
them to your collection! Features m cad) issue are luted below? 

V lume IM (May f l)i Major League dasebal) featuiin Ken 
Gnflev Ju lianjo-kazooie Preview, Pok^mon Special, 1^ 
Nintendo Power Awards Reiulis, Forsaken C .> Reckin' 

Balk Qr ike, Bomberman Ca, Harvesi Moon (GB), Brain 
Dram, Flying Drai'on Preview, Oil road Challer.<(e, Mickey 
Mouse Mogic Wandd 

Vbluma 107 (April *H)i Kobe Bryant’s NBA Couruide, Deadly 
Arts. VirtuaKhess,QiMkc Review P^n 2.1080 Snowboarding, 
Weinx, MvsiicalNiniaStarrm^GoemoiUGByLcpenriof ihe 
ki\ci kiM)^, MX Jit eathMiiff Ken Gulley Jr, N64 Players 
Choice Games. Iggy s Reckin B.ills PreMew, Game Boy Cam era 
andPnnter Foofish Api il News Briefs 

Vbluma 106 (March '78): lOStf Snowboarding,Rampage,NHL 
Breakaway U8, Quake, Yosh is Story Continued NBA in the 
Zone’98,UirioLand II Gasilevania Legends Bun-A Move 2, 
Quesi Preview, A Firsi Look at Mission Impossible, Nintendo 
Power Award Nominations. 

Voluma 105 (Fab 'f8).WCWVs NWO Wbrld Toi ir, Nagano 
VV'mier Olympus 98 Olympic Hockey Nagano 98, Yoshi^ 

Siorv The Legend of the Mystical Ninja SiainngCoeinon, 
Diddy KongRdcmgCodes,Fighter^Destiny AeroGduge FIFA 
The Road to the Wbrid Cup 98 James Bond 007, Mam Mallard 
inCjoldShadow(GB),Cruisii World 

Volume 104 (Jan *98), Vbshis Story WCWv6.NWO ^^brld 
lour Snawb<uii d Kuls, Space \^b| Id Report, Duke Nukem 64, 
Diddy Kniig Racing,Jeopardy!, Fighierk Destiny,Turok War of 
the Bi 011 asaur s, The Fi dgei is, The Lm W)r I d J 11 rasai c P,irk, 
Weirix. 

Volume 183 (Dec. '97)t Diddy Kong Racing Zdda64 100 
Phuius, Bombci man 64, Chameleon Twist, MR Mythologies, 
Wayne Gretzky 3 D Hockey 98 Auiomobili Lamborghini, 
Donkey Kong Land 111 TheLosi \^brld, Wheel of Fonune 

Volume 102 (Nov 'f7)j Madden 64, NFI.Qiwrierback Club‘98. 

Di ddy Kong Raci ng, San Francisco Rush Di i ke Ni ikem 61, 
Cl»yfighier63> ^ Top Gear Rally Kirlw^ Dream Izindl, Donkey 
Kong I And lit Konami CIom? Diddy Krjng Racing, Dual 

Heroes. 

Volume 181 (Oct 'f7)i Extreme-C.Mttchief Makers, Macc* The 
Dark Age, Legion X, Tetnspherc Strategies, AeraFighiers AMaiili, 
F 1 PolcPo«iiion,SiiperNbSArkaniod,SuperN£SSpace 
I n vaders. IT ni on an d Pi i ni ba. Tamogwch i. Donkey Kong Land 111 
Mortal Kombai 1^11 (GB). 

Volume loo (Sept *97)*PreviewsZelda64,\bshlkStory,Banjo- 
Ka/xwi e Ml .B Ft ai i inn g Ken G ri f feyjr.. Bom bn man 64, Con kcr’s 
Quest, Lxtrenie G, Wt W vs. NWO Vfei Id tour Si li con Mtile% &n 
Francisco Ri ish. Mortal Kombai Mythologies, Duke Nukem 64, 

N FI Qi lant i back Cl uh 98 Body Harvest. Top Gear Rail y, Qi i esi 
64 GoIdenEve* 100 best Ambushes, 100 Best Codes Ever lOOBew 
Gamesof Aimme.Finfl 100 Games for the N64 

Volume 99 (Aug *97)iCjoIdenEye 007 Mission Bncfinffs, Ml ilii 
Raring Glianipiunsliip, Star Fox 64Gold Medals,Tetnsphere, 
Roboiri I n 64, Br II ns wick WTCX., Ke n Gn fl cyjr Presents. MLB 
(G B), Tei ri s PI I is, Ml sch lef Makers Previ ew Blast Corps Comi Ci 

Volume 98 (l^h^ *^7)i Star Fox 61, Dark Rift Revre^ InicniaiionaJ 
Siipei stai Soccer 64, Hrxrn Pan 2, Blast Corps Expert Levels, 

Disi 1 ey VI lercu I es, Onli i le Updai e wit h Am y and Tr tvis, 1997 ES 
Preview, Pocket Monsien, BI.isi Corps Comics, 

Volume 97 (|une *97). (lay Fighter 63 HexenPan 1. War Gods, 
TuroL Di n osai i r Hi ui ter Wa rp Maps, A laddia Race for i he 
Rubies DKl 2* The Final Levels, Space Slat ton Silicon Vhlle)^ 
Aeit)Fi ghi ers Asssni\ u Blast (k>i ps (k>mi cs, TokyoGa me Show 
Reporu 

Volume 96 (May •97)* Doom 61 Strategics PanFIFA Soccer 64, 
Suit Fox <i4 Preview IVTkmgs 2, Blast Corps Strategies P.m 2, 
DoiikeyKongCzxiniryS Thel99bNimeiidoPowi /Chants 
Winners, Interplay Fun Pak Extravaganza, Hbnder Project J2. 

Volume 95 (April *97)1 Blast Ciorps, Doom 64,Tumk. Complete 
Maps.Clay Figli ler 6^' < Preview myne Gretikyl; S-DHockey, 
$ii|H?i Meiroid,Siipei N ES Doom, Kii by sSur Sucker Dai klii ft 
Prev tew. How to Become a Ga me Tesi er, Can le a nd Wat ch Gallery 
Game Boy Pocket, Beat theBuvfc 

Volume 94 (March '97)!'nirok. Dmovnur Hi inter Power Awaid 
Nonii nations Dtxjm W, Super Mano Kan 64, kl Gold Advanced 
( xmibos, Tlie Legend of ZeltU. 1 .i 11 k^ Awaken i ng, The 
1 lu ncli b,i ck of Nou^e Da ni e, Bea i the Bosses' Si ipor Huio RPG, 
FIFA Soccer 64 Game of the Future Contest,Harvest Moon 

I Ise I h e Back Iss ue/Tip Book Order Form i n i hi s i ssue to order 

E as IN in I en do Power ik ues a n d books or cal lour Consumer 
en i ce depai 1 111 en i ai I sOO 2*)5-3700 1 o order Iw phone wi di 
Visa orMiisierCArd 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo ere onfy intereatod In preserving dasslo magsz:.':^:, 

thet ore ^ hast S years out of print 

We have no desire or krtenthn to profit from these In any way. 

So please. If you come aorosa people trying to aeH these rehash, doni support them! 


TharM You and ENJOY! 



